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PREFACE TO THE FIFTH EDITION. 



The increasing demand for this little work warrants 
the belief that the attempt made therein to elevate 
the character of Whist, and to &cilitate its practice 
in the best form, has not been without success. 

It is matter of notoriety that a sound knowledge 
of the principles of the modern scientific game is 
much more frequently met with, both among club 
players and in private society, than it was ten or 
twelve years ago. This result is undoubtedly owing 
to the rise of a new class of Whist literature, explain- 
ing the game in a more logical and systematic way ; 
and the recent extended discussion of the subject in 
some of our best critical periodicals ' is sufficient to 
show that it has acquired an interest, in a literary 
and philosophical point of view, which it never had 
before. 

. It is sometimes said that the systematic study of 
the game, so strongly insisted on in this work, tends 
to make it a matter of routine, and to discourage the 
freedom of individual skill. This is a great mistake. 

1 See Fraser's Magazine for April 1869, and the Quarterlg 
JReview for January 1871. 



VI PREFACE TO THE FIFTH EDITION. 

It is indeed essential that the foundation of all good 
play should be systematic knowledge ; but it is not 
pretended that the rules are to be considered as 
inflexible. In the latter portion of Chapter IV. 
many cases are mentioned in which strict play 
should be departed from; and in the present 
edition it has been thought desirable to enlarge at 
some length (in Appendix B) on one of the most 
important of these cases — namely, playing with a 
bad partner. 

This condition, although of such frequent occur- 
rence, has been but little noticed hitherto in Whist 
books, and it is hoped that the remarks now offered 
will show what an important influence it may ex- 
ercise on the practice of the game. 

W.P. 

ATHEN2SX7M ClUB : 

February 1873. 



PREFACE TO THE FIRST EDITION. 



This Essay waa originally published in December 
1864, as a Second Part to the Sixteenth Edition of 
the well-known work * Short Whist, by Major A.' 
Since its appearance it has been honoured with the 
commendation of some of the most eminent autho- 
rities on Whist ; and it is now reprinted in a separate 
form. 

It is believed that the manner herein adopted of 
treating the Theory of the game is, in a great measure, 
new. Some of the later works published on Whist 
have been more explanatory than the early ones, but 
still they have consisted at best of merely practical 
rules, without reference to their theoretical basis; 
and the Author is not aware that the attempt to 
trace the whole practice of the modem scientific 
game back to one grand fundamental principle, 
namely, that of the combination of the hands of the 
two players, has ever before been made. It has 
often indeed been said that each player must en- 
deavour to play his partncr^s cards as well as his 
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Bs usually been only given its an 
1 of practice; it has not been 
lin principle of action from 'which 
■ings. 

proach to this attempt the Editor 
in a little French book, entitled 
mfeonnu jusqu'i present. Par le 
autr^. Paria: 4* Mition, 1«47.' 
1 the true genius of Whist consist 
lunds as the novel principle of the 
le tiro hands ; or, as he expresses 
igne la manifere de jouer aveo 
selon son expression, et non pas 
e tout le monde.' But aa he was 
mg suit system of play, as a neces- 
rrying the combination principle 
was obliged to form an imperfect 
, and therefore his explanationa do 
h our modem game. 
iperience leads him to believe that 
the flmdameutal Theory of Whist 
itie&ctory to accomplished players, 
to them the principles they already 
bt (bund of Btitl greater advantage 
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for teaching the game in the ordinary domestic 
circle. 

The yoimg people of a family, especially, are often 
repelled from Whist by thinking it dull and difficult. 
Nothing can be more erroneous than such an idea : 
if learnt on proper principles it soon becomes an 
attractive am^ement, as well as an admirable mental 
exercise, and to attain moderate proficiency in it is 
much easier than is usually supposed. 

But there are many players of more experience 
who take real pleasure in a domestic rubber, but 
who are still much in the dark as to the true merits 
of the game ; and it is desirable to impress on this 
large class how greatly the interest of their recreation 
would be increased if they would, by a little study 
of the principles of Whist, learn to play it in a more 
rational and systematic manner. 

The practical rules and directions here deduced 
strictly from the Theory, are identical with those 
sanctioned by the best modem authorities, and 
adopted by the best modern players. 

ATHENiBUM Cum: 
Feb. 1870. 
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CHAPTER I. 

INTRODUCTION. 

Whist is, without question, the best of all our 
domestic games. The only other one which could 
lay claim to such a distinction is Chess ; but this has 
the disadvantage of containing no element of chance 
in its composition — which renders it too severe a 
mental labour, and disqualifies it from being con- 
sidered a game, in the proper sense of the word. 
Whist, on the contrary, while it is equal to chess in 
its demands on the intellect and skill of the player, 
involves so much chance as to give relief to the 
mental energies, and thus to promote, as every good 
game should, the amusement and relaxation of those 
engaged. 

The high intellectual character of Wliist becomes 

evident, if we consider the powers of the mind 

which its intelligent study and practice may call into 

action. To investigate thoroughly its fundamental 

•principles, we must bring to bear upon it. as we 
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l-hye have occasion to explain, reason- 
igb order. But, independently of the 
practice aIso involves conaiderablt: 
inments. The observation must be 
nemory active ; a conuderahle power 
inferences, and of tracing appearance!" 
iiies, miuit be brought into use ; and 
jrcise boldness, caution, prudence, fore- 
gainst deception, promptnesa of decision, 
f judginent, fertility of resource, inge- 
Ltrivance, and such a general course of 
action as must, if it is to be successful, 
by competent and well-trained mental 

ist has peculiar moral and social rela- 
fts been called, by those who do not 
t, an unsocial game ; but nothing can be 
. It is a perfect microcosm — a complete 
ociety in itself. Each play6r has one 
lom he is bound by the strongest ties of 
eat and sympathy ; but he has twice the 
nemies, against whose machinations he 
3 keep perpetual guard. He must give 
nee to the established laws and the cnn- 
urteciies of his social circle ; he is called 
id and ingenuous behaviour ; he must. 
ieration in prosperity, patience in adver- 
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fiity, hope in doubtful fortune, humility when in error, 
forbearance to the faults of his friends, self-sacrifice 
for his allies, equanimity under the success of his 
adversaries, and general good-temper throughout all 
his transactions. His best efforts will sometimen 
fail, and fortune will favour his inferiors ; but sound 
principles will triumph in the end. Is there nothing 
in all this analogous to the social conditions of 
ordinary life ? 

As an amusement, Whist stands equally high. 
Consider its immense variety. A hand will last only 
a few minutes ; we may have a hundred of them in 
an evening; and yet, throughout a player's whole life, 
no two similar ones will ever occur I Each one 
will present some novel feature, offering special in- 
terest of the most diversified kind. Sometimes the 
interest lies in your own cards, sometimes in your 
partner's, sometimes in those of your adversaries. 
Sometimes you have almost nothing to do, some- 
times everything turns on your play. The mixture 
of the unknown with the known gives unbounded 
scope for amusing speculation ; the admirable com- 
bination of volition and chance affords a still wider 
field for observant interest : indeed, some philosophical 
players make the rubber a fertile field for the study of 
human character, for the disclosure of which it is 

proverbially favourable. 

b2 
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I only objection brought against Whist is ihat, 
placed for money, it nmy promote gambling. 

from the consideration tbat it is very unfitted 
mbJing purposes, the objection is untrue ia 

Good players, generally, like to play for 
high enougli to define well the interest taken 
I game ; but the idea of gain, which is the 
iai feature of gambling, enters as little into the 
of a Whiat as of a Chess player. We have 
mes heard of what are called ' professional' 
a, who play with this object ; but, we believe, 
are generally given a wide berth in good 

ist has always been a favourite pursuit of great 
The most philosophical novelist of modern 
uses it to illustrate his profound speciolations ; 
a have heard an eminent scholar and writer 
3 he considers it a revelation to mankind I 
e have the vox popali also in its &TOUr ; for 
lot the proverb represent the clever succesalul 
3 Splaying his cards well?' 
sidering the great popularity of Whist in this 
y, and the extent to which it is played in all 
. of society, it ia really astonishing to find how 
Eople take the pains to play it well. It has 
emarked, by writers on the subject, that good 
s are very seldom to be met with, fine ones 
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scarcely ever. And yet, how amply it repays a little 
trouble devoted to its acquisition I 

How, then, is this strange deficiency to be ac- 
counted for ? Simply because people do not gener- 
ally admit that Whist, like other branches of 
knowledge, requires study. It is commonly supposed 
that, after acquiring the simple construction of the 
game, practice alone will suffice to make a good 
player. This is a great mistake, as experience abun- 
dantly shows. We continually meet with persons 
who have played Whist all their lives ; and yet who, 
though they may bring to bear on their play great 
observation, memory, and tact, play on so entirely 
different a i^stem to that sanctioned and practised 
by real experts in the game, as scarcely to be fit to 
sit at the same table with them. 

We have already alluded to the wonderful 
variety to be found in the game of Whist ; and we 
may now add that this variety is manifested, not 
only in the distribution of the cards — which is 
the work of chance — but also in the playing 
of them, which depends on the human will. It is 
with this latter element that we have now more 
especially to do. 

Although the construction of the game is so simple 
that it might be defined in a few words, and learnt 
by a child in a few minutes, yet such is the amazing 
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ocope it gives for individuality of play, that the same 
deal, or even the same hand of cards, might be 
played in an immense number of different ways, 
according to what the player's notions of good and 
bad play might be. And this variety involves modes 
of treatment so different in their character and 
principles, as really to merit the name of distinct 
games. Thus we often hear it said, * Such a man 
plays a game quite different from mine ;' and we 
find * the old-fashioned game', * the modern game,* 
* the domestic game,' * the club game,' * the scien- | 
tific game,' and so on, all spoken of as if they were I 
separate things, agreeing only in the primary fea- 
tures which distinguish Whist from other games at i 
cards. \ 

Now it is a very natural enquiry, whether^ among j 
so many various modes and systems, differing so | 
widely from each other, there is any one in particular I 
which may be identified and defined as superior to 
the others, and which consequently ought to be pre- 
ferred for study ? If so, what is this system ? What 
is the theory on which it is based? And on what 
grounds does its superiority rest ? 

It is the object of the present essay to endeavour 
answer these questions. 

In tlie first place, is there any particular mode 
playing Whist, which is so distinct from and 
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superior to all others, as to merit being distinguished 
SLA the best game ? It is very common to hear this 
denied, particularly by inferior players, who will 
argue that opinions vary, that they think their own 
system as good as other people's, and so on. If by 
this they mean (as some of them do) that they con- 
sider the game chiefly as one of chance, and that 
their amusement is as much promoted by one mode 
of playing as another, we have nothing to say to 
them, except to suggest that * Beggar my neighbour* 
or * Pope Joan * would be games better adapted to 
their capacities. But there are others more worthy of 
attention, who object to all rules and systems what- 
ever, declaring that the play ought to be determined 
by the player's judgment and will alone; and the 
objection is usually backed by the assertion, that 
play on any fixed system is often unsuccessful, which 
is, of course, only the necessary consequence of the 
large entrance of chance into the game. Self-taught 
players are extremely confused in their notions on 
this point. When they see good play fail to win, 
they will point out, with amusing ex post facto dis- 
crimination, how much more fortunate some other 
course would have been. But when good play does 
succeed, and especially when some clever master- 
stroke may have annihilated for them a hand 
of good cards, they will complain * how cross the 
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cards run,' as if the whole were entirely due to 
accident I 

The fact is, that, like almost everything else th«at 
may be done in different ways, there is a best way 
of playing Whist ; and, although a very wide latitude 
may always be left for individual judgment and skill, 
yet the existence of a system of play, preferable to all 
others, is sufficiently proved by its acknowledgment 
by all the best writers and the best players, and by a 
tolerably near agreement, among all these authorities, 
as to what this system is. 

The immortal Hoyle appeara to have been the 
first to perceive, a century and a quarter ago, that 
Whist was capable of being reduced to a scientific 
and logical system, of high intellectual merit; and 
although his descriptions are somewhat obscure (as 
might naturally be expected in the first efforts to 
describe a complicated new discovery) yet carefiil 
and persevering examination enables us to trace 
clearly in them the general nature of the system he 
founded. This has been adopted in its general 
form by all succeeding writers and players of emi- 
nence ; and, as might be expected, the constantly 
progressive experience of so long a period, and 
the attention devoted to the game by many power- 
ful minds, have gradually developed the system 
into a more complete and perfect form, and have 
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added to it modem improvements of much interest 
and value, tending still further to raise the intellectua] 
character of the game. 

It is this general system, therefore, which is laid 
down by almost all ^\Titers of any authority, and 
practised by almost all players whose exiample ia 
worth following ; and we need no further proof that, 
as far as our knowledge at present extends, it is the 
best that ingenuity and skill have been able to devise.* 
It is worthy the appellation of a scientific system, on 
account of the elevated reasoning it involves ; and, 
on this account, combined with the fact that some of 
its features are of late invention, we shall designate 
it as * The Modem Scientific Game.' 

This system, as we have already said, essentially 
requires to be learnt and studied. It has been the 
result of long combined experience, and careful and 
intricate deduction, and it is scarcely possible for 
any one individual to arrive at the knowledge of it 
by his own practice, however extended, or his own 
judgment, however shrewd ; and he must therefore 
be content to be taught it, as students in other scien- 
tific branches of knowledge are. 

* From actual trials, extending over a long period, the 
Author has seen reason to infer that the systematic combined 
game, explained in this treatise, gives an advantage, in the 
long run, over unsystematic separate play, of about haff a 
paint in each rubber. 
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There has hitheito, however, been a great defect 
in the manner of teaching this system. It has been 
the invariable custom to lay down practical rules 
and directions for play, sometimes in their naked 
simplicity, and sometimes accompanied with more or 
less argument or explanation (as done to a certain 
extent originally by Hoy le and Mathews), but always 
leaving the student to extract for himself, from this 
mass of detail, the general principles on which these 
rules were based. Just as if a student of chemistiy 
were put into a working druggist's shop, and ex- 
pected to acquire all his knowledge of the science, by 
inference, from the operations he was taught fo carry 
on there. 

In other words, no attempt has ever been made 
to work out or to explain the fundamental theory oj 
the game \ and, believing that the thorough under- 
standing of this is the best possible preparation for 
using the rules aright, and for acquiring an intelligent 
style of play, we propose to state this theory some- 
what fully, and to show how it becomes developed in 
the shape of practical rules. 

But, before entering on this, it will be advisable tc 
explain the meaning of some of the principal tech- 
oical terms we sliall have to employ. 
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CHAPTER n. 

EXPLANATION OF TECHNICAL TERMS USED IN TH» 
MODERN SCIENTIFIC GAME. 

Bring in. See Establish. 

Command. — You are said to have the command of 
a suit when you hold the best cards in it. If you 
have sufficient of them to be able to draw all those in 
the other hands (as would probably be the case if you 
had ace, king, queen, and two others), the command is 
complete ; if not, it may be only partial or tempo- 
rary. Commanding cards are the cards which give 
you the command. 

Conventional signals are certain modes of play 
designed purposely, by common consent, for the 
object of conveying information to your partner. 
The principle was sanctioned by Hoyle, and several 
of them are established and legalised in the modern 
scientific game; as, for example, the signal for 
trumps ; the return of the highest from a short 
^nit ; playing the lowest of a sequence ; discarding 
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the highest of a suit of which you have full 
command, and so on. 

Discard. — The card you throw away when you have 
none of the suit led, and do not trump it. In the 
modem game, your first discard should be from a 
short or weak suit 

Establish. — A suit is said to be established when 
you hold the complete command of it. This may 
sometimes happen to be the case originally, but 
it is more common to obtain it in the course of the 
play by 'clearing* away the cards that obstructed 
you, so as to remain with the best in your hand. It 
is highly desirable to establish your long suit as soon 
a? you can, for which purpose not only your adver 
saries' hands, but also your partner's, must be cleared 
from the obstructing cards. 

When your suit is once established, if the adver- 
saries' trumps are out, and you can get the lead, it is 
obvious you may make a trick with every card of it 
you hold ; and this is called bringing it in. 

The establishment and bringing in of long suits 
form the great distinguishing features of the modern 
scientific game. 

False card is a card played contrary to the 
established rules or conventions of the game, and 
which therefore is calculated to deceive your partner 
as to the state of your hand ; as, for example, 
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Allowing suit with the highest or middle card of a 
sequence, or thro^ving away other than your lowest 
card. The play of &lse cards without very good rea- 
son is characteristic only of hopelessly bad players. 

Finessing is an attempt, by the third player, to 
make a lower card answer the purpose of a higher 
(which it is usually his duty to play) under the hope 
that an intermediate card may not lie to his lef\< 
hand. Thus, having ace and queen of your partner^s 
lead, you finesse the queen, hoping the fourth player 
may not hold the king. Or if your partner leads a 
knave, and you hold the king, you may finesse or pass 
the knave, i. e. play a small card to it, imder the hope 
that it may force the ace. The word is sometimes ap- 
plied to cases where it is certain the inferior card will 
answer the purpose intended ; as, for example, where 
the left hand has already shown weakness. But this is 
clearly a misuse of the term, for unless there is a 
risk of the card being beaten, it is only ordinary play, 
and can involve no finessing — properly so called. 

You are said to finesse against the intermediate 
card, and sometimes also against the person who 
holds it ; but as by the nature of the case it should be 
unknown where the card lies, the latter meaning is apt 
to create confusion. The person against whom you 
act is more correctly the fourth player. 

Forcing means obliging your partner or your 
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advertsaiy to trump a trick, by leading a suit oi 
which they have none. 

Guarded second, or second-best guarded, is the 
combination of the second-best card for the time 
being, with a small one to guard it against being 
taken by the best ; as, for example, king and a small 
one originally, or knave and a small one when the 
ace and queen have been played. 

This combination is an important one, having an 
advantage analogous to that of the tenace ; namely, 
that if the suit is led by your left-hand adversary, 
you are certain (bar tnunping) to make your second- 
best card. 

Honours are the ace, king, queen, and knave of 
trumps; the term, however, is often applied to the 
same cards in plain suits. The ten and nine are 
sometimes called semi- honours. 

Leading through, or up to. — The person who leadj? 
is said, to lead through his lejfi hand adversary, and 
up to his right hand one, such being the direction in 
which the play runs. 

Long cards are cards remaining in one hand when 
all the rest of that suit have been played. 

Long suit. — One of which you hold more than 
three cards. See Strength. 

Loose card means a card in hand of no value, and 
consequently the fittest to throw away. 
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Make. — To make a card means simply to win a 
trick with it. 

AT aster card, or best card, means the higbest card 
in at the time. Thus, if the ace and king were out, 
the master card would be the queen. This is some- 
times also called the * king card,' a name likely to 
caiise confusion. 

Opening. — Term borrowed from chess, to denote 
the system on which you commence or open your 
game when you get your first lead. 

Plain suits are the three suits not trumps. 

He-entry. — A card of re-entry is one that will, by 
winning a trick, bring you the lead at an advanced 
period of the hand. 

denounce. — When a player has none of the suit 
led he is said to renounce that suit. 

Revoke. — If he fails to follow suit when he has 
any of the suit, he i^evokes^ and incurs a serious 
penalty. 

Ruffing is another word for trumping a suit of 
vrhich you have none. 

Score. — The cou^^ting or marking of the progress 
of the game. Attention to the score, which is very 
necessary in playing, refers not only to the progress, 
but also to the prospects of the game, as evidenced 
by the tricks made and honours held in the curient 
baud. 
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Seesaw, or saw, is when each of two partne» 
ruffs a different suit, so that they may lead alternately 
into each other's hands. 

Sequence, — Any number of cards in consecutive 
order, as king, queen, and knave. The ace, queen, 
•and ten would form a sequence if the king and knave 
were out. 

A tierce is a sequence of three cards ; a quart of 
four; and a quint of five. 

A head sequence is one standing at the head 
of the suit in your hand, even though it may 
not contain the best card. A subordinate sequence 
is one standing lower down, and it is an inter- 
mediate sequence if you hold cards both higher and 
lower. 

Short Suit, — One of which you hold originally 
not more than three cards. See Streng^th, 

Signal for Truvips. — Thi'owing away, unnecessarily 
and contrary to ordinary play, a high card before a 
low one, is called the signal for trumps, or asking for 
trumps ; being a command to your partner to lead 
trumps the first opportunity — a command which, in 
the modern scientific game, he is bound to obey, 
whatever his own hand may be. 

Singleton, — A French name for one card only of 
a suit. 

Strength, Strong Suit, Strong Hand. — These are 
terms which it is highly essential to have clearly de- 
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fined, as their interpretation lies at the root of tlie 
theory of the modem scientific game. 

The cards of any suit contained in your hand may 
vary in two different ways ; as regards number, and 
•18 regards rank. 

As regards number of cards — as there are thirteen 
cards to divide among iour persons, it is clear that 
tJiree cards or less will be imder the average, while 
lour cards or more will be over the average due to 
each person. 

Again, as to rank, tlie middle card of a suit is 
the eight ; any cards you hold above this may be 
considered high cards ; any below, low cards. 

Now, it has been the habit to use the terms 
strength and weakness, as applied indiscriminately to 
either number or rank — a practice which, though 
no doubt it may be defended analogically, is yet 
calculated to cause great confusion in the mind of the 
student, inasmuch as the two things must be very 
differently regarded in any scientific system of play. 
K, for example, a strong suit has been spoken of, it 
might mean either one in which you possess a large 
number of cards (as, say, the two, three, four, five, six, 
and seven), or in which you hold only a few very high 
. ones, as, say, ace, king, and queen ; the former being 
numerical strength, the latter strength of rank. 

This twofold meaning has, however, become so 
firmly implanted in Whist nomenclature that it would 
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be U3ele3s to atteTi][>t to eradicate it. All vvc can do 
is to endeavour to get a little more perspicuity by 
using as much as possible the term long suit to indi- 
cate strength in numbers, leaving tln^ word strong to 
apply chiefly to high cards. 

Thus any suit of which you hold four or more 
will be called a long suit, being longer than the 
average. Any suit of three or less will be called a 
short suit, being shorter than the average. 

When we speak of a strong suit, we shall generally 
refer to one containing cards of a higher than average 
rank, and of a weak suit the contrary. 

A long suit will naturallj' have a greater chance of 
con aining high cards than a short one, and this is pro- 
bably the reason why the confusion of terms has arisen. 

A strong hand is difficult to define, further than as 
one likely to make many tricks; a weak one the 
contrary. The terms are oflen misused when parts 
of the hand only are referred to ; as, for example, 
when you are advised to * lead up to the weak hand,' 
which merely refers to a hand weak in the particular 
buit you lead. 

Strengthening jday is getting rid of high cards in 
any suit, the effect of which is to give an improved 
value to the lower cards of that suit still i-emaining 
in, and so to strengthen the hand that holds them. 
Strengthening play is most beneficial to the hand that 
^ longest in the suit. 
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Tenace. — A tenace, in modem Whist,*" is under- 
stood to mean the combination, in the same hand, of 
the best and third best card for the time being of any 
suit; as, for example, the ace and queen originally, or 
the king and ten vhen the ace and knave have been 
played. 

The advantage of this combination is that, if you 
are fourth player in the suit, you will certainly (bar 
trumping) make two ti-icks in it ; and it is therefore 
much to your interest that the suit should be led by 
four left-hand adversary. 

The word has nothing to do with ten and ace ; it 
probably comes from the Latin tenax, the policy 
being to hold back the suit containing the tenace 
rather than to lead it. 

A minor tenace is the combination of the second 
and fourth best cards. 

Under-play usually signifies keeping back best 
cards, and playing subordinate ones instead. This is 
sometimes advantageous in trumps, or in plain suits 
when strong in trumps, or when trumps are out; 
but it requires care and judgment to avoid evil 
consequences from deceiving your partner, and from 
having your best cards subsequently ruffed. 

WeakneaSy Weak Suit, See Strength. 

* The older writers, as Hoyle and Mathews, use this word 
as referring rather to the position than the cards : but the 
meamug in the text is the more modern one. 
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CHAPTER III. 

THEORY OF THE GAME. 

The basis of the theory of the modern scientific game 
of Whist lies in the relations existing between the 
players. 

It is a fundamental feature of the construction of 
the game, that the four players are intended to act, 
not singly and independently, but in a double combi- 
nation, two of them heing partners against a partner- 
ship of the other two. And it is the fiill recognition 
of this fact, carried out into all the ramifications 
of the play, which characterises the scientific game, 
and gives it its superiority over all others. 

Yet, obvious as this fact is, it is astonishing how 
imperfectly it is appreciated ainong players generally. 
Some ignore the partnership altogether, except in the 
mere division of the stakes, neither caring to help 
their partri^s or be helped by them, but playing as 
if each had to fight his battle alone. Others will go 
farther, giving some degree of consideration to the 
partner,-but still always making their own hand the 
chief object : and among this latter class are often 
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found players of much skill and judgment, and who 
pass for great adepts in the game. 

The scientific theory, however, goes much farther. 
It carries out the community of interests to the 
fullest extent possible. It forbids the player to 
consider his own hand apart from that of his partner, 
but commands him to treat both in strict conjunc- 
tion, teaching him, in fact, to play the tico hands 
combined, as if they were one. For this object the 
two players enter into a system of legalised corre- 
spondence established for the pui-pose, by which each 
becomes informed to the fullest extent possible of the 
contents of his partner's hand, and endeavours to 
play in such manner as is best for the combination. 
The advantage of this combined principle is almost 
self-evident;, for suppose it carried to an extreme by 
each partner seeing the other's cards : no one fould 
doubt the resulting advantage ; and the modern 
system is as near an approach to this as the rules of 
the game will permit. There are, however, two 
objections sometimes brought against it which deser\'e 
brief notice. 

First, It is said that you might often play your 
own hand to more advantage by treating it in your 
own way, and that the combined principle may lead 
you to sacrifice it. But this objection is merely 
founded on a misiipprehension as to how the principle 
IS applied ; for a study of the resulting system will 
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tthow that it is calculated fully to realise any advan- 
tages your own hand may possess, while the cases in 
which sacrifice is required are only those in which 
the joint interest is indubitably promoted thereby. 
Then, secondly, it is objected tliat all indications 
given to your partner may also be seen by the oppo- 
nents and turned against you ; and it is sometimes 
argued that by enlightening in this way two enemies 
and only one friend you establish a balance to your 
disadvantage. But this involves a confusion in reason- 
ing ; for, if the opponents are equally good players, 
tliey will adopt the same system, and the positions 
must be equal; and if they are not good players, 
they will be incapable of profiting by the indications 
you give, and the whole advantage will rest with you. 
Besides, even good players seldom pay so much heed 
to their opponents' as to their partner's indications, 
the attention being always most prominently directed 
to the partner's play. It would be more logical to put 
the argument in another form, and to say tJiat, if you 
play obsciurely, you are in constant danger of getting 
obstruction instead of help from your partner, which 
would give you three opponentsto fight single-handed.* 

* One of our best modem players calls it a ' golden maxim 
for Wliist,' that *it is of more importance to inform your 
partner than to deceive your adversary/ and adds that 'the 
best Wliist player is he who plays the game in the simplest 
and most intelligible way.' 
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The fact is, however, that the general adoption of 
the principle should by no means supersede the 
exercise of judgment in its application. We shalL 
hereafter point out that the individual qualifications 
of the various players should have an important in- 
fluence on the mode of play ; and a practised player 
will soon learn to discriminate cases where it may be 
more proper to withhold information than to give it. 
Such cases are of constant occurrence, but they do 
not afiect the general advantage of the combined 
principle, which is sufficiently established by the fact 
that it is the result of long experience, is practised 
by the best players, and is recommended by the first 
authorities on the game. 

Now, in order that the two hands may be managed 
conjointly to the best advantage, it is requisite that 
. each partner .should adopt the same genei^al system ol 
treating his hand. For it is clear that if one playe: 
prefer one system, and the other a different one, such 
cross purposes must render any combination imprac- 
ticable. It is necessary, therefore, here to explain 
somewhat fully what the different systems are, on 
which a hand may be treated, and to show which of 
them is considered the preferable one for adoption. 

The object of play is of course to make tricks, 
arid tricks may be made in four different ways : viz. 
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1. By the natural predominance of master cards^ 
as aces and kings. This forms the leading idea of 
beginners, whose notions of trick-making do not 
usually extend beyond the high cards they have 
happened to receive. But a little more knowledge 
and experience soon show that this must be made 
mbordinate to more advanced considerations. 

2. Tricks may be also made by taking advantage 
of the position of the cards, so as to evade the higher 
ones, and make smaller ones win ; as, for example, in 
finessing, and in leading up to a weak suit. This 
method is one which, although always kept well 
in view by good players, is yet only of accidental 
occurrence, and therefore does not enter into our 
present discussion of the general systems of treating 
the hand. 

3. Another mode of trick-making is by trumping ; 
a system almost as fascinating to beginners as the 
realisation of master cards ; but the correction of 
this predilection requires much deeper study. 

4. The fourth method of making tricks is by 
establishing and bringing in a long suitj every card 
of which will then make a trick, whatever be its 
value. This method, though the most scientific, is 
the least obvious, and therefore is the least practised 
by young players. 

Now the first, third, and fourth methods of making 
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cricks, may be said to constitute different systems^ 
according to either of which a player may view his 
hand and regulate his play. An example will makp 
this quite clear. 

Suppose the elder hand, having the first lead, re- 
ceives the following cards : — 

Hearts (Trumps) Q. 9, 6, 3. 

Spades . . Eg. Kn. 8, 4, 3, 2. 

Diamonds . . A. Kg. 

Clubs . . Q. 

He may adopt either of the three above-named 
views in regard to his hand, and the choice he makes 
will at once influence his^r^^ lead. 

If badly taught, he will probably adopt the first 
system, and lead out at once his ace and king of 
diamonds. 

Or if he peculiarly affect the trumping system, he 
will lead out the queen of clubs, in hopes of ruffing 
the suit when it is led again. 

But if he is a more advanced player, he will, at 
any rate for his first lead, adopt the fourth method ; 
he will lead the smallest of his long suit of spades, 
knowing that if he can ultimately establish it and 
bring it in, he must make several tricks in it. 

The importance of a correct choice between the 
three systems ponsists prmcipaUy in the fact alluded 
to above, tl^at it directlv influences the Jirst lead, or 
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wiiat we may call (in analogy with chess) the opening 
of the game. For on tlie combined principle of 
action, the first lead is by far the most important one 
in the whole hand, inasmuch as it is the first and 
most prominent intimation given to your partner as 
to the cards you hold. He will, if he is a good player 
oV)serve with great attention the card you lead, and 
will at once di-aw inferences from it that may perhaps 
inilucnce the whole of his plans. And hence the 
nature of the opening you adopt is of the greatest 
consequence to your joint welfare. And it is clear 
that, however your play may vary in the aller part 
of the hand, you must, as a general principle, adopt 
always the saine opening, or it will be impossible for 
your partner to draw any inferences from it at all. 

Let us, therefore, consider how the choice between 
the three systems of play is determined. 

We may dismiss the first, or master-card system, 
very briefly. It is evidently not good at once to lead 
out master cards of a suit of which you hold only a 
few ; for the reason that you can probably make them 
whenever anyone else leads it, and that they awII then 
serve as * cards of re-entry,' to procure you additioiial 
leads at a future period of the hand, which then be- 
come peculiarly valuable, owing to the increased 
information you have obtained. Hence the master- 
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card system, though often of great use, must not be 
the one by which the opening of the game io deter- 
mined. 

Between the two other systems, however, the choice 
is not so clear. It is by no means easy to prove 
which of them, if pursued systematically, would in 
the long run be the most advantageous as regards 
the single hand ; to demonstrate this would require 
the study of almost infinite combinations of chances. 
But there is a conclusive argument in favour of the 
fourtli or long-suit system ; namely, that, treated 
as a form of opening, it is the only one which adapts 
itself lavourably and conveniently to the combination 
of the hands. 

The difficulties in the combined use of the trump- 
ing system would be very great. In the first place, it 
would not oflcn happen that your hand contained a 
suit of one card only : you might have none of a suit, 
when you could not lead it ; your minimum might 
be two, when the policy would be doubtful ; or three, 
when i*, would be useless. Hence there would be 
no unijonnity in your opening ; it would be always 
equivocal, and would consequently give your partner 
no information. Then, afler leading a single card you 
could not yourself persevere in your system, or do 
anything more to further it ; as your next lead must 
be on some other ground -a complexity which would 
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effectually prevent favourable combined action. And, 
thirdly, your plan would be so easily overthrown by 
the adversaries leading trumps, which, if they knew 
your system, a very moderate strength would justify 
them in doing,' to your utter discomfiture. 

The long suit opening is free from all these ob- 
jections. It is uniformly practicable, as every hand 
must contain at least one suit of four cards ; you can 
persevere in yoiu" design every time you get the lead, 
whether your partner can help you or not ; your 
indications to your partner are positive and un- 
mistakeablc ; and the adversaries are almost power- 
less to offer you any direct obstruction — ^their only 
resource being to bring forward counter-plans of 
their own. 

It is sometimes alleged against the long suit open- 
ing, that in many cases it cannot be followed to its 
conclusion, from the strength of trumps being 
against you, or from untoward fall of the cards. 
But even in this case it is still the safest, as, though 
it may not succeed for yourself, it is the way least 
likely to help your adversary, and indeed it furnishes 
you always with the best means of obstructing him, 
by forcing his hand. And it must be recollected that 
its adoption as an opening does not bind you always 
implicitly to follow it up, or in the least prevent you 
from making tricks, in the after-part of the hand, by 
any of the other modes, it you should find it to your 
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interest to do so. Any master-cards you possess will 
take care of themselves ; and if you are short of u 
suit, and wish to trump it, you have only to wait 
till it is led by some one else, and you attain your 
object without misleading your partner. 

Thus the long suit system hsu^ not only peculiar 
benefits of its own, but it permits full advantage 
being taken of the other systems also, and, used as an 
opening, is in all cases the safest play. To this we 
may add that it has characterised the scientific game 
ever since it was invented ; it has stood the test of 
long experience ; and is universally adopted by the 
best authorities we have. At the same time, by the 
more recondite and scientific character of the play 
it admits of, it is preferred by all eminent players, as 
calling into operation the highest intellectual and 
reasoning powers, and thereby greatly ennobling the 
game. 

Accepting, therefore, this system as the preferable 
one, we are now able to enunciate the fundamental 
tlieory of the modem scientific game, which is — 

That the hands of the two partners shall not be 
played singly and independently^ hut shall he com- 
bined, and treated as one. And that in order to 
carry out most effectually this principle of combi- 
nation, each partner shall adopt the long suit system 
as the general basis of his play. 
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CHAPTER IV 



DEVELOPEMENT OF THE THEORY. 



We now proceed to explain h iw this theory is 
developed into a practical shape : and this we must 
divide off under several heads. The most import- 
ant is 

Its Influence on the Management of Trumps. 

The treatment of tnimps is a great puzzle to iH- 
taught playei'S, who generally use them in the wild- 
est and most unskilful way. To play them in detail 
to the best advantage always requires much judg- 
ment, even in the most educated ; but the general 
principles of their management are easily and clearly 
determined by our theory, as we shall endeavour to 
show. 

Trumps may be used for three distinct purpose?;— 
namely, 

1. To play as ordinary or plain suits. This use, 
however, ignores their higher or special value, and 
ought therefore to be made quite subordinate to the 
other two. 
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2. To make tricks by trumping. 

3. To aid in making your own or your partner'^ 
long suits or high cards. 

The theory we liave enunciated points clearly to 
the third use of trumps as the highest and most 
scientific, and accordingly this application of them 
is always the most prominent in the scientific game. 
It is obvious that the chief obstacle to making 
long suits is their being trumped by the adversary ; 
and that therefore the advantage will be with that 
party who, having predominant strength in trumps, 
can succeed in drawing those of the adversaries. 

For this reason, whenever you have Jive trvjnps, 
whatever they are, or whatever the other components 
of your hand, i/ou should lead them ; for the probability 
is that three, or at most four, rounds will exhaust 
those of the adversaries, and you will still have 
one or two left to bring in your own or your part- 
ner's long suits, and to stop those of the enemy. 
And notice, that it is numerical strength of trumps 
that is most important for this purpose, so that you 
must not be deterred firom leading them, even if all 
five should be small ones ; for in this case probably 
your partner will hold honours, and even if the 
honours are all against you, you will probably soon 
bring down two together. 

And, further, vou must recollect timt it is no argu- 
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long suit eystem depends so much on the early ex- 
traction of trumps by the hand strong in them, it is 
your imperative duty to return trumps immediately 
if your partner leads them, or to lead them the first 
opportunity if he signals for them. You must not 
consider your own cards ; for if you agree to play 
the correct game, you are bound to do what is best 
for the combined hands, and your partner, having, the 
power of conferring so great a mutual benefit, must 
not be thwarted in his design. It is the understood 
etiquette for the strong hand in trumps always to 
take precedence, and a partner who revises to con- 
form to the rule should be * sent to Coventry ' by all 
good players. It is an old Joe Miller in Whist circles 
that there are only two reasons that can justify you 
in not returning trumps to your partner's lead ; i. e. 
fii*st, sudden illness ; secondly, having none. There 
is, however, one case in which you have an option, 
and that is where your partner, in desperation, leads 
trumps from weakness, in hopes you are strong ; if, 
therefore, you are also weak, you can return them or 
not as you think best for the game. 

The foregoing remarks apply to the case of great 
numerical strength in trumps, one hand being sup- 
posed to hold five. It remains to be considered 
how trumps should be treated when you hold a less 
number. 
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With four trumps jou are still numerically strong, 
but you have not, as in the former case, such over- 
iwwering strength as warrants you in leading trumpa 
Al all hazards. Possibly one of the adversaries may 
also hold four, or even five, in which cases you might 
be unintentionally playing his game. 

Hence with four trumps considerable discretion is 
required, their lead being only warranted by tole- 
rable strength, either of yourself or your partner, in 
other suits, in which case, even if long trumps 
remain in against you, you may manage to force 
them out and afterwards bring in your good cards. 
But if you have to lead before you can ascertain 
what your pai'tner's hand consists of, and if you 
have a good plain suit, it is generally best to lead 
that first. 

With a short suit of trumps, i. e. with less than f our ^ 
it is very seldom right to lead them, at the commence- 
ment of the hand, for the obvious reason that if the ad- 
versaries happen to be strong, you are playing their 
game. It can only be warranted by very strong aurda 
in all other suits, by which you may, perhaps, be able 
effectively to force a strong adverse trump hand. 

Many uneducated players will lead a high trump 
firom weakness, in order, as they say, to strengthen 
their partner ; but this is founded on imperfect rea- 
soning. The effect of leading high or strengthening 
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i cards is to benefit the hand that is longest in the suit ; 
, and if you know this to be your partner's case, the play 
i. is right. But to do it in uncertainty is wrong, since 
i it is two to one that the longest hand is not with your 
partner, but with one of the adversaries, and there - 
lore the chances are that you favour the opponents' 
game. 

Many unscientific players will also lead trumps, 
simply because their long suit is trumped, or is 
likely to be so. This also is a mistake; for, as 
before, if the adversaries are strongest in trumps, 
you are only playing their game. 

The proper use to make of trumps when you are 
numerically weak in them, is to use them, if pos- 
sible, for ruffing. You cannot, for want of strength, 
put them to their highest use, and you must, there- 
fore, fall back upon their lower application. 

Several corollaries arise out of the foregoing prin- 
'. ciples of the scientific management of trumps ; for 
example : — 

It will often happen that, being second player, and 
having none of the suit led, you may be at a loss 
to know whether to trump a doubtful trick or to 
leave it for your partner. This difficulty is at once 
solved by the foregoing theory. If you are weak in 
trumps, holding, say, not more than three, trump 

without hesitation, as your triunps are of no other 

d2 
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use, and they may probably save a commanding card 
of )'^our partner's, which in the adversaries', suit will be 
very valuable. But if you have a long suit of trumps, 
holding four or more, pass the trick, as they are too 
valuable to risk wasting. It may even be sometimes 
advisable, in the latter case, to refuse a trick which 
is cei-tainly against you, as your trumps will ulti- 
mately make, and you may perhaps discard advan- 
tageously. This rule is additionally useful as nn ' 
indication to your partner. If he sees you trump 
freely second-hand, he will know you are weak; if 
you abstain, he will infer you are strong, and his 
knowledge of either fact may be of great value to 
you both. In the latter case also your discard will 
give him very useful information. 

The greatest mischief that can be done to a strong 
trump hand is to force it to ruff, so depriving it of 
its preponderating strength. This must be borne in 
mind if you see your partner renounce a suit, when 
you must, if you know him to be strong in trumps, 
carefully avoid forcing him. If you have had no 
indication of his hand, you must form, as well as you 
can, a judgment by your own ; if you are weak, he 
may probably be strong : and hence the rule that 
you must not force your partner when you are weak 
in iimmps yourself until you are satisfied that your 
doing so will not harm him. 
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These principles also teach you hoAV best to oppose 
; a strong adverse trump hand, and to seek to diminish 
the advantages it gives over you. In this case you 
have first carefully to avoid leading trumps, which is 
\ the adversaries* game ; and, secondly, you mxiet force 
I' the adverse strong hand to rufF whenever you can. 
By this means, if persevered in, you may perhaps 
succeed in neutralising the opposing strength, and so 
in making your own good or long cards, although 
the chances are generally against you. At any rate, 
you can endeavour to make use of your trumps for 
ruffing before they are drawn. 

Many players, when weak in trumps, will lead 
through an honour turned up, without any other motive 
than to give their partner a supposed trifling advan- 
tage in making a trick with them. This is a delusion, 
and is moreover entirely at variance with the prin- 
ciples of the modem game, inasmuch as it debases 
the trumps to their lowest use. But its worst fault 
[ is that it entirely misleads your partner, who, if he 
^ plays properly, will imagine you to be strong, and 
by returning them probably destroy your joint game. 
Again, if you have great numerical strength in 
trumps you should never hesitate to lead them up to 
an honour. It is true your partner, being obliged 
to play his best, may possibly lose a high card, but 
tbia will be rather to your advantage than otherwise. 
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as it will strengthen your hand and give you earlier 
the entire command. If you abstain from leading them, 
your partner may imagine the strength to be against 
him, and will play accordingly, and thus the immense 
advantage of your strong trumps may be lost. 

Such are the chief practical principles in regard to ^ 
trumps, deducible from the scientific modem theory. 
It will be seen they are a powerful engine for the 
advantageous working of plain suits, and that they , 
require to be played with great care. In fact, the 
way in which a player manages his trumps will 
always form the surest index of the extent of his 
knowledge of the game. 

Management of Plain Suits, — JLong Suit Lead. 

We now go -on to show the general application of 
the scientific theory to the play of suits not trumps, 
or, as they are called, plain suits. 

Supposing you have first lead, not being very 
strong in trumps, but having a long suit in your 
hand. Adhering to the established mode of * open- 
ing,' you lead from your long suit, thereby at once 
informing your partner what is the chief compo- 
nent of your hand. He will recollect this, and 
as it is his duty to return your lead hereafter, and 
your interest tx> persevere in your suit, you will have 

i 
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the opportunity of 'making' any good cards in it 
which the joint hands may contain, and yoii may 
probably after three rounds be left with one or two 
long cards of it in your own hand. These long 
cards will then become very valuable ; if the trumps 
can be extracted from the adverse hands, and you 
can get the lead, either by a trump or a card 
of re-entry, they will make certain tricks : if any 
trumps remain against you, the long cards may be 
made powerful weapons of offence by forcing them 
out ; so that in either case the system of play will be 
advantageous for you. 

Next comes the question, What card should you 
lead from your long suit? To answer this fully 
would involve more detail than we purpose to go 
into here, but there are some prominent considera- 
tions that will serve as guides for general practice. 

As an abstract principle, it is not good to part 
with your high cards at first, as it is very desirable 
to retain the complete cmnmand of the suit at a later 
period. Suppose, for instance, you hold ace, king, 
and three small ones : the most advantageous lead (if 
it were not for a consideration we shall enter into 
by-and-by) would be a small one ; for on the 
second round you would have the complete com- 
mand with your ace and king, being able probably 
thereby to draw all the others and pursue your suit 
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to tlie en 1. When you have such command, your 
suit is said to be establiahed, and it is evidently 
advantageous for you to get this effected as early as 
you possibly can. This principle would, therefore, 
dictate that your first lead should generally be the 
lowest of your suit. 

But there is a circumstance which considerably 
modifies the application of this principle in practice 
— that is, the risk of the suit being ruffed by the 
adversaries; — on which account it is advisable to 
depart in some measure from it for the sake of 
making your winning cards early. Thus in the above 
hand of ace, king, and three small ones, if you were 
to begin with the smallest, reserving your two high 
cards for the second and third rounds, you would 
probably have one of them trumped; for which 
reason it is good policy to play them out first, at the 
risk of delaying the establishment of your suit. 

The first-named principle will, however, always 
apply for leading trumps, and also for plain suits 
when trumps are out, as the motive for the departure 
from it then no longer exists. 

There is also another kind of exception from 
beginning with the lowest, but which directly tends 
to promote the early establishment of your suit; 
namely, when you have a high sequence, such as Q. 
Kn. 10, at the head of your hand. In this case your 
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endeavour should be tx> force out the higher cards, 
for which purpose you lead the highest of your 
sequence, say the queen, which will be almost sure 
to force out either the ace or king ; if the other 
is also against you, you may, on another round, bring 
it out with the knave, leaving you then with the 
best card and probably with the entire command. 

Directions how theso principles may be applied 
in leading from particular combinations of cards, are 
usually given in the detailed rules of play 

Return of the Lead, 

Hitherto we have only spoken of your own pro- 
ceedings in leading. But it is noAv desirable to con- 
sider your partner's duty, i. e. how he is expected to 
help you in regard to the play of your long suit. It is 
not enough that he simply return your lead ; the 
efficiency of his aid will much depend on what cards 
he plays. 

The key to this lies in the fact that, as you hold 
more than the average number of cards in the suit, 
he will probably hold less ; i. e. if it is a long suit 
with you, it will be a short one with him. If yon, 
for example, hold five^ the chances are much against 
his holding more than three. And it follows from 
thi», that the best thing he can do for the joint benefit 
is to play his cards rather with reference to your 
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hand than his o^m, i. e. to give you the more im- 
portant part of the play in reflsrence to the suit in 
question. 

And there are two principles deducible at once 
from our theory, which will serve for his guidance 
in this particular. 

The first is, that he must get rid of the command 
of your suit ; for we have already stated it to be 
eminently desirable you should get this early into 
your own hand, in order to establish your suit as 
soon as possible. Thus, whenever he finds he holds 
the best card in it, he must play it out, in order to 
get it out of your way. 

And then, secondly, he must adopt, in this suit, 
what is called strengthening play. The meaning of 
this term is often misunderstood, but it is exceedingly 
simple. Whenever a high card is played, its with- 
drawal promotes (in military parlance) all the lower 
cards of that suit still existing in the various hands, 
i.e. it raises each of them a step in rank ; what was 
formerly the third best becoming now the second best, 
and so on. And as it is evident that the longest 
hand will be the most likely to benefit by this pro- 
ceeding, this hand is said to be strengthened thereby, 
so that, when your partner plays out high cards of 
your long suit, even though he may not make tricks 
witb them, their withdrawal will strengthen^ and 
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thereby benefit you. This is an important reason lor 
the well known rule to play highest third hand ; you 
having led from your long suit, your partner plays 
the highest he has, not only to do his best towards 
getting the trick, but also, if he loses it, to strengthen 
your hand by getting high cards out of your way. 
This last object is entirely lost sight of by those silly 
people who feel mortified at ^ having their high cards 
taken,* as well as by those, not much less silly, who, 
when strong in trumps, object to ' lead up to an 
honour.' 

For this reason also your partner must not 
finesse in your long suitj except with ace and 
queen the first time round, which, provided he gets 
rid of the ace soon ailerwards, is considered allow- 
able. 

The principle of strengthening play must also 
guide your partner in returning your lead ; for if he 
is short in the suit (i. e. if he held not more than 
three cards originally), it will be very advantageous 
to you that he should return the highest he has left, 
and not the lowest ; he may thus either save a high 
card of yours, or may afford you a good finesse, or 
at all events he will strengthen your hand, and aid 
you in establishing yoiur suit. Thus if your partner 
originally held king, knave, and a small one, and 
has played out his king to your first lead, when he 
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returns the suit he must lead the knave, and not the 
small one. 

This duty of returning the highest of a weak suit 
is so imperative, that it has now, by universal con- 
sent of the best players, become a conventional rule, 
by adhering to which your partner may show you 
the state of his hand. If, for example, he had origin- 
ally ace, five, and four of your lead, after winning 
with the ace he must return the ^vc and not the four. 
It matters nothing to him, but it may be all impor- 
tant to you, and violation of the rule may lose the 
game. 

It is of course possible that your partner may hold 
originally more than three of your suit. In this case 
he is, like you, numerically strong, and this should 
justify him in so far considering his own hand as to 
depart from the beibre-mentioned rule, and to re- 
turn his lowest. But in any case, if he happens after 
the first round of your long suit still to hold the 
best or master-card in it, he should play it out at 
once, to get it out of your way, and to prevent your 
imagining it is against you. 

It is by no means necessary that your partner 
should return your lead immediately (except in 
trumps, which ho is bound to return instanter) ; on 
^e contrary, it is highly desirable that the first lead 
■^ts he should lead his own long suit, so as to put 
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]rou as early as possible in possession of information 
as to his hand) in return for that he has obtained 
from you. This will guide you to another lead 
when your own suit is stopped, and will promote 
your joint action. 

After you and your partner haye both led your 
iong suits, you wiU probably hare a choice whether 
to go on with your own suit or with his. This will 
oflen be determined by the Ml of the cards. If, for 
example, you win his lead cheaply, you should not 
return it, as you would be leading through the weak 
hand, which is contrary to principle, and the lead 
will come more properly from him. If, on the other 
hand, your partner has shown himself very weak in 
your suit, and you are also not very strong, of course 
it would be disadvantageous to go on with that, and 
you may probably do better to return your partner's. 
If your right-hand adversary has shown himself weak 
in your suit, pxirsue it by all means, a* your partner 
ought not to return it for you. 

The foregoing explanations will show the nature 
of the mutual duties which the modem or combined 
game enjoins between yourself and your partner; for 
we need hardly add, that all we have said as to his 
duties to you, as aiding you in your suitj equally 
defines your duties in aiding him. This mutuality 
cannot be too strongly insisted on; the want of a 
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proper percepticn of it is the great fault of many 
otherwise good self-taught players, and it is the 
hardest lesson they have to learn. There are 
numbers of people who can play their own hands ex- 
cellently, but who have no idea either of getting 
help from, or of affording help to their partners, and 
who must therefore lose all the benefit derivable from 
the combined game.* 

Further Remarks on the Lead, 

We have hitherto assumed that you lead from the 
longest suit you hold, which is the safe general rule ; 
but cases often occur which involve some difficulty of 
choice. For example, suppose you have five small 
cards, in one plain suit, and four with honours in 
another. The theory by no means imperatively calls 
on you to lead the former ; for it must be borne in 
mind that the rank of the cards always deserves con- 
sideration, and your leading the four suit (which is 
still a long suit) would be perfectly justifiable. 

Similarly a question might arise between four 
email cards and three good ones ; but here the case 
is different, for three cards constitute a short suit, to 



* One of our best modem players characterises playing for 
your own hand alone as * the worst fault he knows in a Whist 
player.' 



BEVBLOPBMKNT. 

lead wliich unnecessarilj would be a viol 

Such, however, is the infinite Tariet) 
that proTisioD must be made fur leadiu 
eorts of circmnBtuncea, snd fi'ora short e 
others. For example, you may haTe o' 
long suit except trumps, which you ( 
justified in leading ; or your own long i 
trumped, and your pATtner may not yet 
you any indication what tc lead for h 
fi-nm short suits, being contrary to pr 
called vnnatural or forced leads; it is i 
be prepared for them, and the fallowing 
bo of UBe ; — 

It is: good to lead vp to ^e uitojl ad 
through the strong one. Therefore you 
safely Jead a suit in which your right-han 
has shown himself weak, or your left-han 
strong. (Indication of strength is given 
of weaJcaeas by the play of the third and i 
and by the discard.) Kemember, howe 
a general rule, returning your adversary' 
be avoided. 

When you are obliged to lead from : 
the general rule is to play out the highei 
have, to inform your partner. If you havi 
to know that he is long in the suit, the . 



i6 THEOUT OF WHIST. 

of no exception ; but if jrou are doubtful on thi^ 
point, it may be taken with some reserve. If, for 
example, you have an honour with two small ones, 
you may lead the smallest, so as to try and save the 
honour, in case of the strength lying against you. 

When you lead in this way an imnatural or forced 
lead, your partner ought generally to know it by the 
card you play, and ought not to return it, unless he 
happens to be strong in that suit himself, when he 
may treat it as a lead of his own. 

If it is injudicious to lead from three cards, it may 
easily be inferred how much more erroneous it is for 
your first lead to be from two or owe, such being, as 
we have already explained, contrary to the essential 
principles of the modern scientific game. It is quite 
possible that in certain cases euch a lead may seem 
to suit your own hand ; but by adopting it you give 
up altogether the principle of the combined game : 
you make up your mind wilfully to mislead yom 
partner, and run a great risk of sacrificing his hand. 
For a glance at the foregoing rules will amply show 
how essentially, if he is a well-taught player, his 
mode of play will depend on the first card he sees 
fall from you, and the inferences he draws therefrom 
as to tlie state of your hand. 

There is an old rule that you should not lead from 
a tenace^ and this is no doubt good as regards a short 
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fimt ; but if your tenace suit is your longest, the 
adyantage of opening your game correctly is so great 
as to outweigh the other consideration. When you 
happen to be left with a tenace towards the end of 
the hand, the case is different, as you should generally 
hold it carefully back, and try to get it led up to. 

Other Applications of Theory. 

The long-suit system will furnish you with a good 
principle of guidance in the matter of discarding^ 
which should always be done from short or weak suits, 
not from long ones. The cards of the former are of 
little use ; those of the latter may be very valuable 
even to the smallest you have. The discard, prac- 
tised on this principle, furnishes a very important 
means of conveying information to your partner as 
to the state of your hand. For example : suppose 
hearts are trumps, and that one of the adversaries 
has shown strength in spades ; you lead a winning 
club, to which your partner discards a diamond; 
it is almost certain, if everybody plays properly, that 
he must be very strong in trumps, and you may play 
accordingly. The restrictions to be observed in dis- 
carding on this principle are, not to unnecessarily 
ungoard good cards, and to keep a card of your 
partner's suit to return his lead. 

A word or two is necessary as to your course in 

£ 
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regard to your adversaries ; for it must be recollected 
you have not only to play yoxir own and your part- 
ner's game, but you have also to defend it against 
ho.<^le attacks, and to be able to attack the enenij 
in turn. 

The principles dictated by the theory of the game 
in this respect are very clear, the golden rule being 
to do to them what you would not that they should 
do unto you. For example : if you find a strong 
hand of trumps declared against you, you must force 
that hand to ruff, as the best means of destroying its 
strength, while you must take the earliest opportunity 
<)f making your own weak trumps by ruffing before 
they are drawn, and of enabling your partner to do 
the same if he is weak also. You must generally 
be chary of returning the adversaries' leads, or of 
doing anything to aid in establishing their suits, 
of which you should avoid parting with the com- 
mand — just the reverse of the principle you 
adopt with your partner. Anything, in fact, which 
the principle of the game recommends in regard to 
your partner, you must avoid with your adversaries; 
and, on the other hand, you may adopt, towards them, 
any kind of play which would do your partner harm. 

Communication between the Partners, 
We hp^e already stated that the theory of the 
Bcientific or combined game essentially contemplates 
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the interchange of communication between the part- 
ners to the fullest legal extent, as to the state 
and contents of each other^s hands ; and as the 
giving, obtaining, and making use of such informa* 
tion forms one of the chief characteristics of good 
play, a few additional words on the point may be 
"useful here. 

In the first place, the system of play itself furnishes 
a large source of information ; for by following care- 
fully the established principles, and by avoiding wild 
and irregular play, you will certainly put your partner 
in possession of the most material facts as to your 
hand, while by carefully observing his play you will 
become possessed of similar information as to his 
hand in return. A glance through the foregoing re- 
marks will show this quite clearly. 

But, independently of this, you must adopt every 
ftuther means in your power of giving him informa- 
tion, and there are many ways in which this may 
be done. We have already mentioned some con- 
ventional signals which, by common consent, have 
become legalised and adopted for the purpose, such 
as the signal for trumpSy and returning the highest 
&om a short suit ; and there are one or two others 
which may be remarked on. 

The mode of playing sequences furnishes one of these. 

Suppose, being third player, you hold king and queen ; 

it is clearly immaterial, as regards the immediate 
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Qot do without good reason. Other devices of this kind 
will often suggest themselves in the course of plaj. 

And this consideration should also guide you to be 
extremdj careful against doing anything which may 
mislead your partner, particularly in the manage- 
ment of your small cards ; for example, it would be 
inexcusable unnecessarily to throw away a three 
or a four if you held a two. Deceiving your partner 
is a crime which ought to be held in the greatest 
abhorrence by a Whist player. It is ranked by one 
of our greatest Whist authorities with want of 
veracity in common afi^rs. ' In no other position 
in life,' says he, * would you tell me that which is 
untrue ; and why shoidd you do it here ? * 

On the Degree of Strictness with which Systematic Play 

should he adhered to. 

It does not follow that because the modem scien- 
tific game involves a general system of play, this 
eystem is to be rigidly and slavishly adhered to, 
without judgment or discrimination. On the con- 
trary, one of the characteristics of a fine player is 
his ability and tact in finding out when and to what 
extent he may modify or depart from the ordinary 
rules. It is impossible to teach this, and it is 
Hcarcely advisable that the learner should trouble 
himself much about it ; for it is far preferable to 
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trump ; for if your partner has not a very good hand, 
the game is lost; and if he has, that is the best thing 
to do. 

Towards the end of the hand, rules may be often 
advantageously laid aside and false cards played, for 
then the great scheme of play cannot be affected 
by them : it has been settled and carried out long 
before. 

There is another justification for departure from 
strict systematic play : that is, the consideration of 
the personal capabilities of your partner or your ad- 
versaries, and their degree of knowledge of the game. 
It is an essence of the scientific game, consequent 
on its mutual and combined character, that both 
partners must understand it, and must play on the 
same general principles, otherwise the mutuality 
cannot consistently be carried out. And a question 
arises from this, which oflen puzzles students ; i. e. 
What should you do when you have a partner who 
does not understand and consequently does not play 
the scientific game ? 

This question is difficult to answer, as so much 
depends on the extent of his capabilities. It is, 
however, certain that you must considerably modify 
your play, as all the features which depend on your 
partner's appreciation of the combined game would 
be thrown away. It would be folly, for example, to 
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give the signal for trumps or any other conventioaa] 
sign if it was not likelj to be understood. And the 
case would be worse if one or both of the adversaries 
happened to be observant players ; for in such case 
the more information you gave as to your hand, the 
more fiicility you would afford for your own defeat. 

It is impossible to give rules for such cases : some- 
times it might be politic to play for your own hand 
only ; at others you might partially help your partner 
(if you could imderstand his play) though he might 
not help you ; at other times you might most profit- 
ably devote your attention to thwarting your adver- 
saries. All would be a matter of judgment at the 
time. 

The only thing to be said is, that principles of 
play which depend essentially on a joint action of 
the two partners, must not inflexibly be carried out 
wh m one of their most fundamental conditions is 
wanting; and that, consequently, what would be 
very bad play if you had a good partner, may be 
perfectly good when you have a bad one.* 

* This subject is further developed in Appendix B. 
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CHAPTER V. 

RULES AND DIRECTIONS FOR PLAT. 

The foregoing remarks illustrate what we iiave 
called the Theory of the Scientific or Modem Game. 
The waj in which this theory is usually brought 
into practical application is by means of Rules or 
Directions for Play ; indeed, the ordinary plan in 
teaching Whist, either personally or by books, is to 
giye these rules only, either ignoring the theory 
altogether, or only allowing it to be inferred by the 
student as well as he can. 

Many collections of Rules, carried out in consider- 
able detail, will be found in the best modem works 
on Whist ; but it will be useful to give here a short 
summary of the principal ones, arranged in a con- 
venient form for reference. 

It must be explained that among such rules art 
mcluded many which have no direct reference to the 
theory of the game, but are matters of detail, pro- 
viding for what we may call the accidents of play 
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SUMMARY OF RULES AND DIRECTIONS FOR PLAV. 

The principles on which most of these rules are 
based will be found in the foregoing theoretical con- 
siderations. Some further explanations, together' 
with notes of exceptions and other useful remarks, 
are appended in small type 



Hie Lead, 

Let your first or principal lead be from your best 

Umg suit. 

If you have two suits, each of more than three 
cards, you may prefer the one which is strongest in 
high cards ; but always avoid, if possible, an original 
lead from a suit of less than fow. 

Holding in this suit ace and king, lead king first, 
then ace. 

This is preferable to beginning with the ace, as it 
may sometimes convey usefiil information. No good 
partner would trump your king led. 

If you hold ace, king, queen, lead king first, then 
queen, for the same reason. 

Holding king and queen, lead king. 

And, if it wins, a small one, as the ace ought to 
be with your partner. 

Holding king, queen^ knave, ten, lead the lowest 
of the sequence, to induce your partner to put on the 
ace, if he has it, and leave you with the command. 
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Holding ace, queen^ knave, lead ace, then queen. 

So as to obtain the command vitl the knave. If 
your partner holds the king, he ought to put it on the 
queen (if he can trust your leading from a long suit), 
so as not to obstruct your establishment of the siut. 

Holding ace and four others (not including king, 

or qneen with knave), lead ace, then a small one. 

To prevent the chance of your ace being trumped 
second round 

Holding queen, knai e, ten, or knave, ten, nine, at 
the head of your suit, lead the highest. 

It is an old and well-known rule to 'lead the 
highest of a sequence.' But like many other rules, 
when the reason of it is not comprehended, it is 
often totally misunderstoo<l and misapplied, The 
object of doing this is to prevent your partner from 
putting on the next highest, if he has it ; but there 
are many cases where you ought to desire him to 
put it on, and where, consequently, the lowest ought 
to be played — as, for example, when you hold a quart 
to a king, as before directed. In a general way the 
rule should apply only to a high sequence heading 
the suit in your own hand, and not to low or sub- 
ordinate sequences, to lead the highest of which 
would only deceive your partner without doing you 
any good. See an example in the note to the follow- 
ing rule, and also remarks on the trump lead. 

In other cases lead the lowest card of your suit. 

If you hold king, knave, ten, nine, and a small 
one, lead the nine ; if king, knave, ten, and others, 
the ten. These are exceptional combinations. 
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If trumps are out before you open your suit, you 
filiould lead differently, keeping back your high cards. 

See the rales for trump leads, which apply in a 
great measure to this case also. 

Lead your own long suit, if you have one, before 
you return your partner's. 

Unless you happen to hold the master>card in 
your partner's suit, which you should part with as 
early as you can, to get it out of your partner^s way, 
and prevent his imagining it is against him. 

In returning your partner's lead, if you held not 
more than three cards of the suit originally^ always 
return the highest you have left. 

To strengthen his hand, and as a conventional 
signal. If you originally held four, return the 
lowest, unless you have the master-card, which play 
out at once, as before directed. Also, if you happen 
to have discarded one of the four, play as if you 
had held only three. 

It is good to lead a suit in which your right'- 
hand adversary is weak^ or your Ze/?-hand strong, 

I.e., lead up to the weak suit, or throvgh the 
strong one. On this principle avoid, if possible, 
returning your partner^s suit, if you have won his 
lead cheaply. 

(Indication of strength is given by the lead— of 
weakness by the play of third and fourth hand, and 
by the dis(».rd.) 
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If obliged to lead from a suit of less than four 
cards, the general rule is to lead the highest. 

To inform your partner. If you have any reason 
to know he is long in .the suit, the rule admits of 
no exception ; but if you are doubtful on this point, 
it may be taken with some reserve. For example, 
if you hold an honour and two small cards in 
a suit respecting which no indication has yet 
been given, to lead the honour might not only throw 
away a chance of making it, but strengthen one of 
your adversaries. 

Avoid leading a suit which one adversary ruffs, 
and the other discards to. 

Unless you are sure of forcing the strong trunip 
hand. 

Towards the end of the hand it may often win 
yon an extra trick to avoid leading from a tenace or 
a * guarded second,' and to try and induce your left- 
hand adversary to lead that suit for you. 

This is one of the points in which fine play is 
best shown. 

Second Hand, 

The general rule for the second hand is to play 

your lowest. 

For your partner has a good chance of winning 
the trick ; and the strength being on your right, 
it is good to reserve your high cards (particularly 
tenaces, such as ace and queen) for the return of the 
lead, when you will become fourth player. 
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I>o not trump a doubtful trick second hand if 
strong in trumps : if weak, trump fearlessly. 

Third Hand. 

The general rule for the third hand is to plaj the 
bighest you have. 

In order not only to do your best to win the trick, 
but to strengthen your partner^s long suit, by getting 
the high cards out of his way. 

If you have a head sequence, remember to play 
the lowest of it. 

This rule is subject, however, to the peculiar 
attribute of the third hand as regards finessing. 

To know how to finesse properly requires great 
judgment and experience, but there are a few useful 
rules of general application : — 

a. The first-time round of a suit, if you hold ace 
and queen, you always play the queen. 

b. With this exception, it is wrong in principle to 
finesse in your partner's long suit, as he wants the 
high cards out of his way. If you see that he leads 
from weakness, or if he leads you strengthening 
cards in your own long suit, you may finesse more 
freely. 

c- It is dangerous to finesse the second-iime round 
of a suit, as the chances are it will be trumped the 
third time. 

d. !£, however, you are strong in trumps, you may 
finesse much more freely, as your trumps may enable 
you to bring your high cards in. 
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e. With minor tenace it is generally proper to 
finesse the second round, as the best card must 
probably be to your left; and if the third best is 
there also, both your cards must be lost in any 
case. 

/. It is of no use to finesse if the previous play 
has shown that the intermediate card, against which 
you finesse, does not lie to your right ; for in that 
case it must be either with your partner or your left- 
hand adversary, in either of which cases finessing is 
obitously useless. 

g. The adTisableness or not of finessing in certain 
eases late in the hand is often determined by the fall 
of the cards or the state of the score ; e. g. when you 
particularly want one trick to win or save the game, 
or if, from what you know of your partner's or oppo- 
nents' cards, you see you can only get one, it would 
be wrong to finesse'for the chance of gaining two. 

Be careftil to watch the fall of the cards from 
your left-hand neighbour, in order that, if he proves 
weak in a suit, you may avoid wasting high cards 
when small ones would suffice to win the trick over 
him. This is very necessary, as your partner is often 
likely to lead up to the weak hand. 

Fourth Hand. 

In this you have in most cases little to do but to 
win the trick as cheaply as you can. 

And recollect, if you do win it cheaply, it may 
affi)rd you a hint for a good lead when you are is 
want of one. 
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Cases sometimes arise, however, towards the close of 
the hand, where it is advisable not to win the trick. 

As, for example, when by not doing so jou can 
force yonr left-hand adversary to lead up to joiir 
tenace, or guarded second. 

There are also cases in which it is advisable to 
win a trick already your partner's. 

As, for example, to get high obstructing cards out 
of his way, or to enable you to lead up to a weak 
hand, or otherwise to alter the position of the lead. 

Management of Trumps. 

K you have ^yq or more trumps always lead them, 
or signal to your partner to do so.* 

As explained in the foregoing theoretical remarks. 

A trump lead from four may be warranted by 

strength, either of your own hand or your partner's 

in other suits, but always requires judgment and care. 

But if you have a long suit to bring in, it is gene- 
rally beet, with four trumps, to lead the plain suit 
first. 

A trump lead from three or less is seldom wise, 

being only justifiable by great strength in all other 

* Good players are sometimes more cautious in asking for 
tnunps than in leading them. The rule given by one of the 
best modem authorities is, not to ask for trumps imless you 
hold four with two honours, or five with one honour, together 
with good cards in one of the hands. It is simpler, however, 
for learners to adhere to the rule always to lead or ask for 
tnunps when they hold five. 
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suits, or by special necessity, such as stopping a cross 
ruff, &c. 

, Yon moBt not lead tnnnps simply because jonr 

long rait ia tramped, for if your adversaries are 
strong in them, you will only be playing their game. 

The proper card to lead from your own strong suit 
of trumps varies a little from that of common suite. 

For the latter is influenced by the chance of being 
ruffed, from which the trump suit is frea 

For this reason, unless yoa have commanding 
strength enough to disarm the adversaries at once, 
you play a more backward game, generally leading 
your lowest, to give the chance of the first trick to 
your partner. 

It is also often very advantageous to reeerre a 
high trump to give you the lead the third lime round, 
as in case of adverse strength of trumps remaining 
against you, it may enable you to force it with much 
advantage. 

If you have acd, Icing^ queen, or any other com- 
manding sequence, lead the lowest of them first, and 
then the next lowest^ and so on, to inform your 
partner. 

If you have ace, king, knave of trumps, it is 
good to lead the king and then stop, waiting for 
the return of the lead in order to finesse the 
knave. 

If your partner asks for trumps, you are bound to 
lead them, and if he leads them you are bound to 
return them, the first opportunity. 

^membezing in either case, if you had not more 
than three, to plav vour hiffhest, in crder to strengthen 
his hand. 
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In inferriDg that your partner has asked for 
trumps, recollect that there are cases in which ho 
may have necessarily played the higher card first : 
in the trump signal it must be played unnecessa- 
rily. 

Never lead through an honour turned up, unless 
you otherwise want trumps led. On the other hand, 
do not hesitate to lead up to an honour, if you are 
strong in them. 

As explained in Chap. IV. 

You may finesse in trumps much more deeply 
than in plain suits. 

As master cards must ultimately make. 

Ruff freely when weak in trumps, but not when 
<*trong. 

See directions for the Second Hand. 

It may often be advisable when strong in trumps 
eren to refuse to trump a trick which is certainly 
against you, as your trumps will ultimately make, 
and you may perhaps discard advantageously. If 
you see your partner do this, he will probably want 
trumps led, and you must carefully avoid forcing 
him. 

Do not force your partner if weak in tnimps yourself. * 
At least, not until you have ascertained it will 

* One of the best modem players defines ' four trumps 
with one honour' as sufficient strength to warrant your forc- 
ing your partner. 
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do him no injury; for your weakness renders it 
probable he may be strong, when forcing may be th<» 
worst injury you could do. 

On the other hand, force a strong trump hand of 

the adversary whenever you can. 

Whenever you are not strong enough to lead 
trumps, you are weak esough to force your adver- 
sary. 

If, when you or your partner are leading trumps, 
one adversary renounces, ycu should not generally 
continue the suit. 

As you would be expending two for one drawn. 
Your proper game is then to try and make your and 
your partner's trumps separately. 

It may, however, often be advisable, even under 
this disadvantage, totally to disarm the adversary, 
if you or your partner have cards or suits to bring 
in. In this case the renouncing hand should be led 
up tOf rather than through. 

Similarly, if your •partner renounces trumps, it is 
generally advisable to go on. 

As you draw two trumps by expending one. 

If you are dealer, retain the tum-up card as long 

as you can. 

To inform your partner ; if not, recollect it, and 
notice when it falls. When, however, the adversaries 
are drawing trumps, it may sometimes be advisable 
to part with it unnecessarily, in order to make them 
believe you have no more. 
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General Directions, 
Sort jour cards carefully, both according to suit 

and rank, and count the number of each suit. 
This will greatly assist the memory. 

If not leading, always play the lotvest of a sequence. 

This is one of the modem conventional rules by 
which information is conveyed to your partner as 
to the contents of your hand, and if you have an 
observant and educated partner it must be carefully 
adhered to. 

Get rid of the commanding cards of your partner's 

long suit as soon as possible. Ketain those of the 

adversaries' suits as long as you conveniently can. 
As explained in Chap. IV. 

Discard generally from short or weak suits, not 
from long or strong ones. 

For the cards of the former are of very little use, 
while those of the latter may be very valuable. 
Besides, your first discard is generaUy a very im- 
portant source of information to your partner. 

It is, however, sometimes worth while to break 
the rule for the sake of retaining a guard to an 
honour or second-best card, particularly in your 
adversaries' suits. 

When you have the entire command of any suit, 
it is a conventional signal for you to discard (when 
the opportunity arises) the best card, in order to 
inform your partner. 

Thus, ha\'ing ace, king; queen, and knave of a suit 
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not led, you would discard the ace; for it must !» 
obvious that you would not do this unless you had 
others equally good behind. 

Discarding the secorid heat generally intimates you 
have no more of that suit. 

You throw it away because it is not likely to 
make. 

Be careful in the management of your small cards. 
In order not to mislead your partner. Do not 
throw away carelessly a three or four if you hold 
a two. 

When your partner first renounces a suit, call his* 
attention to the fact. 

As it may save a revoke. 

Keep constantly in mind the desirableness ot 

affording information to your partner, of obtaining 

information as to his hand, and of playing the hands 
jointly. 

This being the essence of the modem game. 
Pay attention to the state of the score, which ought 
often to influence your play. 

Remember that the third trick saves the game 
when honours are equal ; that the fifth saves it 
against two by honours, and the seventh against 
^ by honours. Note also that the odd trick is 
eTce of'^ ?^' "" ^^y ^^^«'» ^ i* "^^kes a differ- 

. -^i^r f^rt^,^^^^^^^ ^ow man, tricks L 
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In all these cases it may be expedient to modity 
the nsnal play for the sake of getting the tricks you 
want in preference to speculating for more ; for when 
you particularly require one trick, it would be folly 
to risk it (by finessing, for example) in order to 
have the chance of gaining two. 

The state of the score may sometimes influence 
your whole plan. For example, if the adyersaries 
are four, and you haye a bad hand, you should lead 
your best trump, as explained in Chap. IV. 

Consider also the effect of the lead. 

It is often desirable to depart from the usual 
modes of play for the sake of gaining the lead, or of 
giying it to your partner. 

And it is also sometimes worth while even to 
throw away a trick in order to giye the lead to one 
of your adversaries ; as, for example, to make them 
lead up to a tenace or guarded second. 

These two latter rules afibrd the principal oppor- 
tunities for ^n« play. 

Do not be discouraged when sound plaj fiiils of 
imccefts, which must often occur. 
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CHAPTER VI. 

CONCLUSION. 

We Kive now expounded the theory of the modem 
scientiiic game, and shown the mode of carrying it 
out in practice. Any one who has sufficiently mas- 
tered the principles here laid down to apply them 
fluently in his play, may be called a scmnd 
player, and will possess by far the most important 
qualification for proficiency in the game. He will 
have immense advantages over those who do not 
play on system : for he will know what he is about, 
which they never do ; and his game will be intel- 
ligible to a good partner, whom he will be in no 
danger of thwarting, as is so often done by untaught 
players. Every good player knows too well the 
annoyance of having a partner who, through want 
of appreciation of what a good game means, will 
persist in obstructing and oppofdng his play, often 
to their mutual discomfiture. 

And, it is worthy of remark how much a syB- 
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tematic commencement facilitateu the study of the 
game. Everybody knows how difficult it is to learn 
Whist in the ordinary unsystematic way : the pupil is 
led blindly through a course of heterogeneous rules, 
of the foundation of which he knows nothing, and 
which therefore have no meaning to him beyond mere 
empirical dicta. He must grope about for a long 
time in the dark, and can only enlighten himself by 
A gradual intuition of what the rules mean. 

But when the mode of play is shown to be a 
system, easily explained and as easily compre- 
hended, it is astonishing in how different a light 
the game appears. Its acquisition, instead of being 
laborious and repulsive, becomes easy and plea- 
sant; the student, instead of being frightened at 
the difficulties, finds them vanish before him ; and 
even those who, having formerly practised without 
method, take the trouble of learning the system, 
suddenly see the light break in upon them, and 
soon find themselves repaid a hundred-fold in the 
increased enjoyment and satisfaction the game will 
afford them. 

It is one of the great advantages of the modern 
scientific game, and of this systematic mode of 
teaching it, that it renders Whist attractive to the 
young. It was formerly almost exclusively prac- 
tised by those somewhat advanced in life, who 
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alone were supposed to have acquired sufEcienI; 
experience and judgment to play it well. But now 
that the results of experience have been reduced to a 
systematic form, capable of being presented at once 
to the mind, and sparing the years of practice for- 
merly necessary for their induction, we find the game 
taken up as an attractive occupation by young men 
of high intellectual character, some of whom rank as 
the finest players. And it is also due to the other 
sex to say, that the introduction of the systematic 
form has been found to take firom the game the 
stigma of being *only fit for old maids/ and to 
render it now as attractive to our daughters and 
sisters as it used to be to our aunts and grandmothers. 
But, great as is the step gained by systematic or 
sound play, something more is necessary to make 
a good player; for here other qualifications enter 
into requisition, such as observation^ memory^ infer- 
ence, and judgment. We must devote a few words 
to these. 

If you aspire to become a good player, you must 
OBSERVE carefiilly. Look constantly at the board, 
watch every card as it falls, and notice particularly 
every honour. When you are practised in this, 
extend your special notice to the tens and nines, 
winch, from their importance and the different ap- 
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peaiance they have from the lower cards, it has 
been found convenient to call semi-honoiirs, AL«o 
let every original lead and renounce, or other sign 
of strength or weakness shown by each hand, impress 
itself upon your mind as it occurs. 

A good player must also exercise some effort of 
MEMORT to recollect the fall of the cards, and the 
indications given of the state of the hands. But 
the importance of this is vastly overrated by un- 
taught players. We often hear such expressions as 
— *Mr. So-and-so is a first-rate player, for he can 
recollect every card out ; ' or * I shall never play well 
— I have no memory.' These are entirely delusions. 
Memory is of infinitely less importance than correct 
play. The best memory in the world will help a play er 
Yery little if he does not understand and practise 
the principles of the game ; if he does, a very mode- 
rate mnemonical power will suffice for every practical 
purpose. Let no one therefore despair on this ground. 
We will give a few hints, by following which the 
necessary power may soon be acquired. 

In the first place avoid all artificial systems, such 
as placing the tnmips in a particular place (which is 
perfectly childish), or any other contrivance of the 
kind, iurther than by carefully arranging and count- 
ing your cards at the beginning of the hand. Trust 



il memory only, which, will soon answer 
in upon it. 

lot attempt to recollect too much at once 
:ees. It is totally unneceBsaiy to recollect 

not one player in a himdred thousand 
t, or would detdre to do it. The theory 
I shows U9 that there are some things - 

important to attend to than others, and 
Mmmence by directing the memory to 
example : — 
aya count the trumps ; notice the honours 

and remember the trump card. 

Direct your attention to your own most 
lit, and try to recollect the fall of the 
it. As soon as you can do this well, try 
mber the semi-honours. 
Extend this to your partner's suit also. 
3h further aa you hke ; but if you can do 
rill have done much to qualify yourseli^ 
nory goes, for being a good player. 

ood player will draw inferesces, from 
:, as to where certain cards do or do not 
rally as to the state of the various hands 
have any idea to what an extent this may 
>y attentive and thoughttiil observation, 
C a single card played from which in- 
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formation of some kind maj not be infeired ; in fact, 
as a great player expresses it, ' Wbist is a language, 
and every card played is an intelligible sentence/ 
The insight good players get into their fellow-players' 
hands appears to the unpractised almost like second- 
sight. Great skill in this can of course only be at- 
tained by great practice and great attention, combined 
-with some special talent ; but every industrious and 
careful play6r may do much in the way of inference, 
and when he has mastered the principles of the game, 
he ought to give the subject his best study. 

The following are some examples of the way in 
which inferences may be drawn from cards played : — 

Flay. Iitfhbbkcb. 

Lead. 

player'* own first N.B. When there is an alter- 



(7n the 

lead,) 



Any plain suit 



King. 

Ace, followed by queen. 
Ace, followed by a small one. 
Queen (plain raits). 



naiivef your own hand^ or 
the fall of the other cards, 
will often determine it. No 
account is here taken of the 
signal for trumps^ which 
will sometimes mMify the. 
inference to be drawn. 

Is the best in his hand; he 
holds four or more of it; 
and has not five trumps. 

Holds also either queen or ace. 

Holds knave also. 

Had originally five or more. 

Holds also knave and 10; 
but not ace or king. 
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Play. Infbrbncb 

(In returning his Pariner*8 

lead.) 
Does not lead out the master Does not hold it 

card. 
Any card, afterwards drop- Has no more. 

ping a lower one. 
Any card, afterwards drop- Has more. 

ping a higher one. 
{Generallt/.) 

Forces his partner. Is strong in trumps. 

Eefrains from doing so. Is weak in them. 

Second Player. 

King (to small one led). Holds ace also, or no more. 

Queen (ditto). Hjlds king also, or ace and 

ten, or no more. 

Knave (ditto). Holds also queen and king, or 

queen and ace, or queen and 
one other only, or no more. 

Any smaller card. Has none lower. 

Trumps a doubtful trick. Has not more than three 

trumps. 

Does not trump it. Has more than three. 

Third Player, 
Ace. Holds neither king nor queen. 

Fourth Player. 

Cannot win the trick. Has no card higher than the 

one against him. 

Wins it with any card. Has no card between this and 

the one against him. 
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Plat. Inferbncb. 

Second, Third, or Fourth Player. 

Any card. Has not the one next below it. 

Befuses to trump a trick Probably is strong in trumps, 

certainly against him. and wants them led. 

Any di'icaid, generally. Is weak in that suit 

Discards the best of any suit Has the next best and the 

full command. 

Discards the second best Has no more. 

Plays unnecessarily a higher Signal for trumps. 

card before a lower. 

When it is considered that several of these oppor- 
tunities for inference will occur in every trick, it will 
cease to be a matter of wonder what a clear insight 
skilled and observant players will, afler a few tricks, 
obtain into each other^s hands. 

And, lajstlj, a good player must apply the results 
of his observation, memory, and inference with 
JUDGMENT in his play. This cannot be taught: it 
must depend entirely on the individual talent or 
good sense of the player, and the use he makes of 
his experience in the game. This will vary im^ 
mensely in different individuals, and the scope for 
individual judgment in play is one of the finest 
features of the game. 

It sometimes happens that a person who has 
qualified himself to b3 called a good player is 
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further specially gifted by nature with the power to 
make master-strokes of genius and skill, which -wxU 
tlien constitute him a fine player, the highest grade 
to which it is possible to attain. 

The student must, however, be careful not to aixn 
at this too early ; remembering always that before 
becoming a fine player he must learn to be a sound 
one, and that the only way to do this is to be sought 
in a perfect systematic knowledge of the j^rinciplea 
of the game. 
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EXAMPLES OF HANDS. 

The following are a few simple hands played 
through.* They are not intended to exemplify skill, 
for, as in almost all hands, the play might admit 
of modification according to the capabilities of 
the several players; — they have merely the object 
of illnstrating the routine practice of some of the 
more common and important pohits in the modem 
game ; — such as the signal for trumps, forcing, the 
return of a puit, discarding, and so on. 

A and C are partners against B and D ; the atten- 
tion being chiefly directed to the play of the two 
former. The reader is supposed to play the elder 
hand A. The winner of each trick is marked with 
an asterisk. 

* This mode of illufitrating Whist by model games was 
first suggested by the Author of the present work, in ' Mae 
millan's Magazine ' for December 1861. 

a 
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EXAMPLE I. 

The object of this example is to illustrate the 
making of a long plain suit, by the aid of your 
partner's long suit of trumps ; the trump lead bein^ 
called for by signal. 



Hearts. Kg. 8, 6, 4, 2. 
Spades. 6, 2. 
Diamonds. 9, 6, 3, 2. 
Clubs. A. 7. 



Hearts. A. Q. Kn. 

Spades. 8, 7, 5. 

Diamonds. A. 10. 

Clubs. Q.Kn.10, 
6, 3. 



Hearts Trumps. 
B D 

(Dealer) 
9 turned up. 

A 



Hearts. 9, 6, 3. 

Spades. Q. Xn. 

Diamonds. Kg. 
Q. Kn. 8, 7. 

Clubs. 9, 4, 2. 



Hearts. 10, 7. 
Spades. A. Kg. 10, 9, 4, 8. 
Diamonds. 5, 4. 
Clubs. Kg. 8, 6. 



EXAMPLES. 



SM 



tt 



f> 



Trick. Flay. 

I. *A King of Sp. 
B 5 
C 6 

T^gMAnv. — ^Having five trumps, 
C si^mls to have tiiem led. A 
not seeing the 2 fall, will know 
that some one is asking for tnunps, 
and wOl therefore caiefnlly watch 
the next roond. 

D Knave „ 



IL *A Ace of Sp. 
B 7 „ 

C 2 „ 
Bbmabk.— Trump signal com- 
pleted. 

DO. 



tt 



in. A 10 of H. 
RiDiAKK. — In obedience to 
trump signaL 

B Kn. 
*C Kg. 
D3 



>i 



ff 



i) 



IV. C 2 of H. 

D6 

A 7 

»B Q. 



it 
tt 



tt 



Trlok. Play. 

V. B Q. of CL 
*C A. 
D 2 

A 6 



*t 



n 



tt 



VI. C 4 of H. 
D 9 „ 
A 4 of Dl 
*B A. of H. 



VII. B Kn. ofCL 
C 7 
B 4 

*AKg. 



»i 



It 



tt 



vni. *A 10 of Sp. 

Beicakk.— A has now brwighi 
in his long suit, and pursues it 
to the end. C discards his dia- 
monds. It is immaterial what 
the adversaries play. 

IX. *A 9 

X. *A 4 

XI. *A 3 

XII. *C 6 of H. 

XIII. *C 8 



» 



ti 



>» 



>» 



The result is that A and C win a treble by cards 
against two by honours and other considerable ad* 
verse strength. 
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EXAMPLE n. 

In this the elder hand (A) has the same long suit 
as before, but the strength in trumps is now ^ven to 
the adversaries. The example is intended to illus- 
trate how a long suit, though it may not be brought 
in, may be made useful in forcing the strong adverse 
trump hand. 



Hearts. Q. En. b. 
Spades. 6. 

Diamonds. A 8, 7, 3. 
Clubs. A Q. Kn. 7, 2. 



Hearts. A. 9, 8. 
Spades. 8, 7, 6, 2. 
Diamonds. 9, 6, 2. 
Clubs. 10, 4, 3. 



Hearts Tramps. 
B D 

(Dealer) 
King turned up. 

A 



Hearts. Kg. 10,5, 
4,2. 

Spades. Q. Kn. 

Diamonds. "Kg-Q^ 
Kn. 10. 

Clubs. 9, 5. 



Hearts. 7, 3. 

Spades. A Kg. 10, 9, 4, 3. 
Diamonds. 5, 4. 
Clnbfl. Kg. 8, G. 



EXAMPLES. 



^6 



Trick. Play. 

L *A King of Sp. 
B 2 

C 6 

DO. „ 

Rkbiark.— Commenoenient of 
signal for trumps. 



t» 



t> 



n. »A A. of Sp. 
Remark.— Better to go on with 
spades at the risk of being trumped 
^an to open a new weak suit. 

B 6 „ 

C 3 of Di. 
D Kn. of Sp. 
Bjemabk.— Signal completed. 



nL A 10 of Sp. 
Bjdcabk.— To foroe the adTerae 
band which has, by asking for 
trumps, declared itself strong in 
them. 

B 7 

C 7 of Di. 
*D 2 of H. 



IV. 


D 4 of H. 
A 3 „. 
»B A. „ 
C 5 „ 


V. 


B 9 of H. 
C Kn. „ 
*D Kg. „ 
A 7 „ 


VL 


D 6 of H. 
A 4 of Di 
B 8 of H. 

♦c a „ 



Trlok. Flay. 

VIL *C A. of CL 
D 6 
A 6 
B 3 



It 



M 



» 



VIII. c Q. of a 

D9 „ 
*A Kg. „ 

BxMARK.— To get rid of the 
command. 

B 4 „ 



IX. A 9 of Sp. 
RsMARK.— Bepeating the totoo 
to extract the last trump. 
B 8 „ 
C 8 of Di. 
*D 10 of H. 



X. 



D 10 of Di. 
A 5 
B 2 
*C A. 



» 



»i 



»» 



XI. »C Kn. of CI. 

Remark. — ^The adverse trumps 
bcdng now all forced out, G, 
having gained the lead by a card 
of re-entry, brings in his clubs, 
and makes them all. 

XII. *C 7 
XIII. *C 2 



u 



II 



A and C gain 3 by cards. 
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EXAMPLE III. 

THe object of this is to illustrate the value of the 
discard, as a means of communicating information. 



Hearts. A. 9, 7, 6. 
Spades. 6, 2. 

Diamonds. Q. En. 10 9, 4. 
Clnbs. 8, 3. 



Hearts, Q. 8, 5. 

Spades. Ejd. 10, 4. 

Diamonds. A. 3. 

Clubs. A Q. 9, 
7.2. 



Hearts Trumps. 
B D 

(Dealer) 
10 turned up. 

A 



Hearts. Kn. 10,3. 

Spades. 9, 8, 7. 

Diamonds. 8, 7. 
6,2. 

Clubs. Kn. 10, 4. 



Hearts. Kg. 4, 2, 
Spades. A Kg. d 6, 3. 
Diamonds. £[g. 5. 
Clubs. Kg. 6, 6, 



EXAMPLES. 



ST 



Trick. Play. 

I. *A Kg. of Sp. 
B 4 
C 2 
D7 



II 



n 



If 



n. »A Q. 

B 10 
C 6 
D 8 



of Sp. 



» 
If 

II 



in. *A A. of Sp. 

B Kn. „ 

C 3 of CL 
REHARK.--Thi8 discard atonoe 
gives great insight into C's hand. 
He discaids from his weak soit, 
and therefore he onght to he strong 
in tmmps and diamonds. Bnt he 
has not 6 tmmps or he would 
have signalled for them, and 
henoe, in all prohabUity, he has* 
at least 4 or 5 diamonds. 

D 9 of Sp. 



IV. A Kg. of Di. 
Bkbiabk. — The spade lead 
being now nnadvisable, A is jns- 
tlfied in acting on the information 
gained by bis partner's discard, 
and leads a strengthening dia- 
mond. 





*B A. 


II 




C 4 


II 




D 2 


II 


V. 


*B A. of CL 




C 8 


11 




D 4 


II 




A 5 


11 



Tziek. 
VL 



Play. 



B 2ofCL 

C Q.ofDu 
BBLunL—This seoond discard 
ooonpletes the fall information as 
to B's hand. In the first place, 
having passed a doabtfnl tzick, he 
has more than three trmnps, and, 
as we have seen, he has not five, 
he most have fonrwlth three dia- 
monds. Secondly, his discarding 
the best diamond shows he has 
perfect command of the suit re- 
maining behind. 

D 10 of CL 

*AKg. ,. 



Vn. * A Kg. of H. 

Rim ARK.— strengthening 
tmmp lead, justified by the know- 
ledge gained in the last trick. 

B 5 

Oe 

D8 



If 



II 



I* 



Vni. 



A 4 of H. 
B 8 
*0 A. 
D 10 



II 



>» 



II 



rx. O 7 of H. 
DKn. „ 
A 2 „ 
*B Q. „ 



X. B Q. of CL 

»0 9 of H. 

BZBCABX. — ^IJses the last tramp 
to bring in his diamonds. 
D Kn. of CL 
A 6 



II 



XI. *C 9 of DL 
XII. *C 10 „ 
Xin. *C Kn. „ 



A and C win 4 by cards. 



j 
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EXAMPLE IV. 

The object of this is to illustrate the advantage of 
returning the proper card of your partner^s lead, as 
a means of conveying information. 



Hearts. A. 9, 3, 2. 
Spades. A. Q. 6, 2. 
Diamonds. Kg. 6, 4. 
Clubs. 6, 3. 



Hearts, 8, 6, 4. 

Spades. Kn. 5. 

Diamonds. A Q. 
Kn. 8, 3. 

Clubs. A Kg. 4. 



Hearts Trumps. 
B D 

CDealer) 
6 turned up. 

A 



Hearts, Kn. 6. 

Spades. 10,9,8,7. 

Diamonds. 9, 6. 

Clubs. Q. 10, 9. 
6,2. 



I 



Hearts. Kg. Q. 10, 7. 
Spades. Kg. 4, 3. 
Diamonds. 10, 7» 2. 
Clubs. Kn. 8, 7. 



EXAMPLES. 



^ 



Tridc PUy. 

I. A 7 of H. 
:Bkmabk.— In this hand every 
plain STzit ib so bad to lead that 
tihe trump lead with sach strength 
is quite jostiflable. 
B 4 
»C A. 
D 6 



» 



i» 



It 



IL C 2 of H. 
XtKMASK. — ^From this card re- 
tiumed, C most either hare four 
or no more. 

D Kn. „ 
*A Q. 
B 6 



)} 



i1 



m. *A 10 of 5. 

ItEBiABK. — It is justifiable to 
take out another round of trumps, 
though two may fall for one : 
partly to see how they lie, and 
partly to get a discard from 
some one as a guide for the next 
lead. Leading the 10 instead of 
'the King is an additional assu- 
rance to your partner that you 
have still one left. 

. B 8 „ 
3 „ 
Bjeuark. — This card shows 
that O, having returned his low- 
est in the last trick, had four at 
first, and has consequently now 
one remaining, which therefore 
you are careful not to draw, as 
the game will depend on the two 
being made ttparcUdy. 
D 6 of Di. 



Trick. Play. 

IV. A 10 of Di. 
ItiCM A BK.— For want of a bettei 
lead, you lead up to the suit Uiat 
has been declared weak. 

B Kn. 

»C Kg. 

D 9 



If 



II 



II 



V. 



O 2 of Sp. 
D7 „ 
*A Kg. „ 
B 5 



11 



VL A 4 of Sp. 
BBiABK. — See remark, next 
trick. 

B Kn.„ 
*C Q. 
D 8 



ti 



II 



VIL *C A. of Sp. 
D 9 „ 
A 3 „ 

Rebiark. — This shows that you 
(A) having returned your highest, 
had not more than three spades 
originally, and consequently have 
no more left. Your partner (C) 
therefore, observing this, sees that 
by leading the lodng spade, he 
will enable you to make your 
trump separately from his, which 
will win the game. 

B 4 of CI. 



Vm. C 6 of Sp. 
D 10 „ 
*A Kg. of H. 
Hemabk.— Yon trump without 
hesitation, knowing your partner 
to hold the other trump. 
B 3 of Di, 



C makea the last trump, and A and C make 3 by 
cards and 2 by honours, winning a treble. 
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EXAMPLE V. 

This example is given to show how singularly, 
under extreme circumstances, the bringing in of a 
long suit may annihilate the most magnificent cards. 
The hand is a very remarkable Whist curiosity : A 
and C hold all the honours in every plain suit, and 
two honours in trumps, and yet do not make a single 
trick 1 



Spades. Q. Kn. 

Diamonds. Kn. 10, 9, 8, 7, 6. 

Clubs. 10, 9, 8, 7, 6. 



Hearts, A. Q. 10, 
8. 

Spades. 10,9,8,7, 
6, 6, 4, 3, 2. 



c 

Hearts trumps. 
B D 

(Dealer) 
2 turned up. 
A 

Hearts, Kg. Kn. 9, 7. 
Spades. A. Kg. 
Diamonds. A. Kg. Q. 
Clubs. A. Kg. Q. Kn. 



Hearts. 6, 6, 4, 
3,2. 

Diamonds. 5, 4, 
3, 2. 

Clubs. 5, 4, 3, 2. 



rXAUFLES. 



Wei. Plmr. 


Trick. 


PUy. 


I. A 7 of H. 


IV. 


B 3of S] 






.g?„B 


doabt Itboiit thU Mug Iba pmiM 




*B 8 .. 




A A.of f 


6 of a 

D 3 of H. 






V. 


D 6 of I 




II. B 2 of Sp. 
•D 3 of H. 




AKo. „ 
'B 0. „ 

C 8 of C 


A Eg. of Sp. 








VL 




in. D * of H. 


•B A.<tf ] 


RBURKS—The propri*T ot 




AKg. „ 














lading dtlwr ot tha BxtnmilT 






WMk plain niltt, wid br tha iMd 






^*^^sfg,s^'rzs 


vu. 


•B 10 of f 


^oS^ tmOM. Abo, by 


VIU. 


•B 9 


rivtngBUu lad >gmln,it«uiU« 
EOm to onittDiu the ipade, for D 


LX. 


•B 8 


M nuka bis KLidL Crmopg upon. 


X. 


•B 7 


A 9 „ 


XI. 


•B a 


•B 10 ,. 


xn. 


"B 5 


C 7 of CL 


xni. 


•B 4 



B and D wia every tridi. 



APPENDIX B. 



ON MODIFICATIONS OF THE RULES, DEPENDING 
ON THE STYLE OF PLAY OF YOUE PARTNER. 

It has been the principal object of this work to 
show that the modern scientific game of Whist 
implies a combination of the hands of the two part- 
ners ; and it is of course essential to this combina- 
tion, that each of the two partners must concur in 
adopting such a mode of play as will efficiently 
carry it out. It is not necessary that each should 
be equally skilful, or should bring an equal amount 
of judgment to bear, but it is essential that each 
should understand the game in the same way ; 
should be guided by the same main principles, and 
should adopt the same system in the general treat- 
ment of his hand. 

Now, unfortunately, it happens that among the 
immense numbers of persons who play Whist, or who 
pretend to play it, only a small minority at present 
do understand or follow the system of the combined 
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game. Hence it continually happen 
experieoced WIuBt-plajer knows, that 
down opposite a partner whoae ideas 
so littie agree with your own, that i 
you may make to bring about a combii 
bands are abortive. 

It becomes an interesting question, thi 
is the best course for you to follow uai 
cnmslances 7 How &r will it be prudi 
to the usual system ? and in what 
should it be departed from? It is i 
give any complete answer to these quei 
ipay be such infinite variety in yonr pi 
of play, that no prescribed plan wov 
cases. You may find almost infinite 
from the mere blunderer, ignorant of 
principle or role, to the clever, shrev 
player of the old school, who will ma 
skilfril efiTorta to win the game, but wil 
to adopt the proper means to show y< 
or to understand and act on the indicati 
jive bim of yours. 

The following extract from an article 
Whist,' in tie ' Quarterly Review ' i 
1871, contains ttie only attempt we 
classify Whist-players according to tb 
play:— 



I 
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It would be vain to attempt to describe all the infinite 
rarieties of bad play ; but it may be usefal to give a few of 
its most salient characteristics, and this we may do by di- 
viding whist-players into four classes, with, however, the 
proviso that such a classification must be only approximate, 
and far from exhaustive in the lower grades. 

Beginning with the worsts the fourth class appear to have 
derived their ideas of playing from certain oral traditions, 
which, though widely spread, and doubtless of great antiquity, 
it is difficult to trace to any definite origin. Probably they 
may be the handing-down of the rudest practice in the infancy 
of the game. We have, as a matter of curiosity, paid some 
attention to the habits of this class, and the following may 
be taken as a summary of their chief rules, which, we be- 
lieve, now appear in print for the first time : — 

* If you have an ace and king of any plain suit, lead them out 
at once. If not, lead from the best card you hold, in the hope 
of making it some time ; or lead a single card for ruffing. 

* But if fortunately your partner has led before you, you 
have only to return his lead, and need not take the trouble 
of scheming a lead of your own. 

* Never lead trumps, even if led first by your partner ; it is 
wasting them, as they might make tricks by trumping. 

* In all other cases, do the best you can.* 

The only idea of skill possessed by these players, is in 
recollecting the high cards that are out, and in discovering 
when the partner is likely to be short of a suit, that they 
may force him to trump ; they are quite indifferent as to the 
play of sequences and small cards, and wonder at anybody 
attaching importance to such trifles. This class forms the great 
mass of domestic players ; they are generally very fond of the 
game, and practise it a great deal ; but their improvement is 
almost hopeless, as it is so hard to get them to take the first 
step, i.e. tx) unlearn everything they already know. 

The third class are more deserving of respect. They have 
probably belonged originally to the fourUi class, but by 
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ESMliiig Eo;le 01 Hattbevs, oi Bome of the old 1 
bj caiefnl sltentioD, pradjcs, aod natiml ftbilit; 
risea mach above it, uid have ocquiied, in dom 
the reputatioQ of being mperiov plajars. Tin 
observant, tecolleet and caleuUte wdL draw el 
encea u to bow tlie cards lie, and generallj' are i 
tbe aecideniai features of good p^;. Tbsir mal 
tmmpB IB diametrieally opposed to Chat of the i 
as the; have a great penchant for leading thi 
almost always adTantegeooB for them with int 

But skilful as these plajara are, the; commit, 
pelles SAje, ' one long and continaal fault whi<^ 
see ; ' the; are ' forts joaeors qui sent de diteetal 
aires.' The; do not pla; upon (y>f«»; the; « 
form to the coDTentional langoage of the game ; 
tbe; lose the gnat advantage of (he combination < 
with their partner's bands. The;, indeed, usoal 
s;stem altogether, awning that the pla; should 
b; their own judgment A pla;er of this elasi 
lead from short Boits, Or will lead tmmps wh 
atistuu trom leading them when strong, or will 
to return his partner's lead in them ; or, in fact 
an; other mode of playing for his own hand i 
worst fault,' says Mr. Cla;, ' which I know 
plajer.' 

If pla;ers of this class knew how easily the; 
into the rant of first-claaa adepts, b; gimpl; b< 
orthodox sjstem, tbe; might be induced to if 
hoars to its acquisition ; but tbe great obstacle I 
provemeotiathepride the; take in their own skill, 
ol;Ject to make Bubservieat to a set of rules, and, 
some instances, to the will of a partner inferior to 

The second class are those wbo pla; according 
system, but who, &om want either of practice or a 
not shine in individual skill. This is generally tb 
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the young who are pioperlj taught, and thai nnmber ii 
happily inereasing erery day. Two such players would nn- 
qnestioiiably win orer two much superior adversaries of the 
third dasa ; and they make BnrJi admirable partners, that a 
fine player, working with one of them, would, of himself, 
realise almost the full advantage of the combination of the 
hands. This class are eminently hopeful ; they are already 
entitled to the name of good, sound players, and if they have 
only moderate abilities, they must continually improve. 

The first, or highest class, are those who, to the soundnesB 
and system of the second class, add the personal skill of the 
third. They then become jvm players, and, although there 
may be among them many grades of excellence, they may, as 
a class, be said to have arrived at the summit of the scale. 

In the fiice of the immense variety of the style of 
play one may meet with, the only general advice 
that can be given is, as poon as it becomes apparent 
that your partner does not understand your own 
system, observe his play carefully, and endeavour 
to discover what his peculiarities are ; and if you 
find he has any fixed habits at all, you may in most 
cases adapt your own play to them, and so turn 
them to your joint advantage. If he cannot, or 
will not, fall in with your system, you must adopt 
his, and so endeavour still, in defiance of him, to 
make some sort of a combination, and avoid the 
cross purposes which are so beneficial to the adver- 
sary. 

Although, however, the varieties of play which 
you may meet with from ill-educated, obstinate, 6r 
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impmcticable partnera are so wide, ftnd re 
make the beat of them, auch a epecial atud; 
individual cliaracteristics, yet it is po 
adopt cortaia precautionary measures in ; 
plaj', which will be of pretty general app. 
These deserve some careful iuveatigation, 
enable us to study them couTeuiently, it is 
to assume the sole condition, in regard 
[urtner's play, that in playing his hand he 
adopt the recognised modem combined eystei 
it has been the object of this work to expla 
If we eKamine carefiilly the various | 
and rules which bare been baeed on thi 
we shall find in how many cases the rul 
selves fail, when the tautuality, on which 
ceases to exist. The ftmdameiital theoreti 
ciple of the modem game, explained in Cha] 
' That the hands of the two partners sha 
playtil iiiigly and independently, hut shal 
biTied and treated aa one. 

Now, by the aasuined condition of your 
j play, the two hands cannot be combined ai; 
f aa one, for he does not entertnto the reqa 
I bination. And as, therefore, the fiindami 
I ment of the combination fails, the rules mt 
I examined under another aspect, namely, thi 
K' bearing on yonr own hand. If the use of i 
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lar rule of play is either to give informatiou to your 
partner, on which he is to act, or to support him in 
some scheme of combination originated by him, 
then such a rule must be abandoned or modified, as 
useless to your side, and only giving the opponents 
arms against you. But if, on the other hand, we 
find a certain rule beneficial per se^ without refer- 
ence to the combination, it may be retained. 

And in this case, another element may be admitted 
into consideration which has been carefully excluded 
under the combined system, namely, that of playing 
so as to deceive the adversaries. In the combined 
game, any unnecessary departures from recognised 
play, or any * false cards,' are imperatively forbidden, 
on the ground that deceiving your partner does more 
evil than deceiving your adversaries does good. But, 
manifestly, if your partner fails to draw the proper 
inferences, false play will not deceive him, and there- 
fore, so far from being forbidden, it is to be re- 
commended for its misleading effect on observant 
opponents. 

We may now go somewhat in detail through the 
various rules for play, keeping these conditions in 
mind. And the first thing to consider is how they 
affect the general system of treating the hand. 
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1 



General Si/stem of Treating the Hand. 

In Chapter III. it is stated that, in order that the 
two hands may be managed conjointly to the best 
advantage, it is requisite that each partner should 
adopt the same general system of treating his hand. 
And after discussing fully the various systems that 
may be adopted, the conclusion is arrived at that 
the preferable one for this purpose is the long suit 
system ; which determines that the opening of the 
game shall be by a long suit lead. 

But it is manifest that if the combination of the 
hands is not to be carried out, the reason above given 
for the adoption of any particular system fails. Your 
partner will not adopt it, neither will he draw the 
proper inference from its adoption by you. Hence — 
which is the important thing — ^you are relieved from 
any restraint as to the opening of your game, and 
may make your first lead whatever you may deem 
most consistent with the interests of your own hand. 

The long suit lead has many advantages per se, in- 
dependently of the information it conveys. If you can 
establish the suit, you may possibly bring it in, without 
your partner's aid, and if not, its cards may often be 
useful for forcing your adversaries. Moreover, it is 
always a good defensive lead, as it avoids the danger 

823330 
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of contributing to the establishment of any long suit 
of theirs. For these reasons, having a good long suit in 
your hand, it is generally the safest plan to lead 
from it, even though the most important motive for 
doing so is gone. 

But, under the circumstances we are now con- 
sidering, the rule no longer becomes impera- 
tive. You may lead a single card, or from a suit of 
two, or three, with perfect freedom, if it suits you. 
It is impossible to give rules for such cases ; the 
player must exercise his judgment on them as they 
arise. 

Plain Suit leads. 

Supposing that you decide to adopt the long suit 
lead, the next question is, what card of the suit you 
shall play first ; and in this particular the fact of 
having an unsystematic partner considerably modi- 
lies the ordinary rules. 

From ace and king, the ordinary lead is king first, 
to inform your partner. With a bad partner this is 
useless, and, as he might trump the king if he has 
not one of the suit, it is better to begin with the 
ace. 

From ki7ig and queen, the king is still the best 
lead, to prevent your partner from putting on the 
ace, or to force it out from the adversaries. 



r 
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From queeriy knave^ and ten, still lead the queen, 
for analogous reasons. 

From ace, queen, knave, the usual lead, ace followed 
by queen, can hardly be improved upon ; possibly, 
however, to follow the ace with the knave might 
deceive the adversaries as to the position of the 
queen, and might be useful in inducing your partner 
to put on the king, but it would not be so certain to 
force it out if on your left hand. 

From king, queen, knai^e, ten, or king, knave, ten, 
the ten may be adhered to, as the best way of 
making your partner get rid of the commanding 
cards. 

From ace and four others, the usual lead, of the 
ace first, enables a good partner to count your hand : 
—with a bad one you may begin with a small one, 
as the best chance of making two tricks in the suit. 

In the other cases, where, with a good partner, you 
lead the smallest card you have, with a bad one 
you should prefer an intermediate one, as it is of 
little consequence to you, or your partner, and may 
puzzle the adversaries. If you have an intermediate 
sequence, it is good to lead one of the cards forming it: 
thus with king, ten, nine, eight, and three, lead the nine - 
■which may prevent a small card from winning. 



t 
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Leading from a Short Suii» 

If in the ordinary game you lead from a short and 
weak suit (say, for example, ten and two small ones, 
or knave and a small one), you lead the highest, to 
inform your partner. But when this motive fidls, 
the practice would only convey information to be 
used against you ; and you may lead the lowest or 
an intermediate card, to mystify your adversaries, 
and prevent their drawing any correct inference 
from your play. 

Leading Trumps from Five, 

This is almost always advantageous in the com- 
bined game, because with such great numerical 
strength you may generally disarm the opponents, 
iind bring in your own or your partner's long suits 
or high cards. 

But to do this you must have your partner's co- 
operation ; and this, with an uneducated player, you 
probably will not obtain. He may not imderstand 
the long suit system ; or he may consider your trump 
lead a mistake, and refuse to return it, or, still worse, 
he may force you, and so spoil your plan. 

In this state of things, the question whether you 
should lead the trump requires much consideration, 
and is not easily solved- 



OS uoDincAnoss ot- the rules. 

If yours is not the first lead of the hand, pn 
the previoiu tricks may ^ve jou some clue as t 
the cards lie. lu the absence of Buch clue, pn 
ih(t best guide is to consider the probable adva 
of the trump lead as regards your own hnn 
yiiur other cards are good, the trump lead 
most likely, be the beat thiug, and you must < 
yourself against any antagonistic proceedings ol 
partner a? best you can. If, on the contrarj 
have only a poor hand, you may do bett 
ruffing, in which case your opponents maj 
trumps themselves. It is one of the cases in 
your own judgment at the time must direct yo 

mat Card to teadjrom a Strong Suit of Tn 
In tJie proper ganie you generally lead the 1 
unless you have three honours ; your partn* 
a good chance of winning the first trick, ani 
may depend on his returning the suit the first ( 
tunity. With a bad partner the case \a not so 
as he may not approve the trump lead, and 
prefer to keep his trumps for ruffing. 

Hence, if it is very important to you to get t] 
out, and you hold ace and others, it is bett 
you to make sure of two rounds without 
partner's aid. Thia, however, should only be 
under a ]ireasing emergency, as it is so very 
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able to keep up the command. In the majority oi 
cases, adhere to the usual rule, and if your partner 
does not return the suit, get the lead yourself again 
as early as you can, and complete the extraction. 

Returning your Partner's Trump Lead. 

This you are bound to do when playing with a 
good partner, for reasons iully stated in Chap. IV. 

But you are not bound to return the trump lead 
of an uneducated or unsystematic player, as you have 
no confidence that his lead is dictated by the proper 
motives. Wild and unjustifiable trump leads are the 
most common characteristic of bad players, just as 
cautious trump leads are of good ones. When, there- 
fore, playing with one of the former class, he leads 
a trump, it would be folly for you to return it, unless 
either it suits your own hand, or you can infer by 
the fall of the cards that he has stumbled upon a 
correct mode of play. 

Returning your Partner's Lead in Plain Suits* 

This you may generally do, as he may have some 
motive or other which it will be as well for you 
to fall in with. He may not, probably will not, lead 
his longest suit ; he may lead either from a high 
card, in hopes of making it, or from a single card, in 
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hopes of mffing. In either caae you may hi 
him, and let him do what he can towards trick-n 
in his own way, provided it does not in 
with any more advantageous scheme of your o 

What Card to return to your Partner's Lei 
The rule of returning the higher, if you hai 
two left, must en no account be followed with 
partner. Its object is to aid your parti 
eatabliahing his long suit; to get rid of thecomi 
to give him a good opportunity of finessing 
to inform him how many cards of the suit you 
But every one of these advanti^s is thrown 
oQ an unsyRtematic player, and you may bi 
wasting good cards, and affording information 
adversary. 

Forcing your Partner. 
In the correct game you must not forct 
partner if there is a probability that he is stri 
trumps; bat this rule does not apply when j 
playing with nn nnay si ematic partner. He m* 
bably wish to use his trumps for ruffing, an 
must humour him rather than thwart him. 
if he fails in a suit, do not be deterred (as you 
be in the correct game) IVom forcing him. 
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mere fact of your being weak in trumps yourself: 
since to abstain will do you no good, and will rather 
beiy*6t the adversaries. 

Calling for Trumps, 

This of course is ^useless with an unsystematic 
partner ; it will only convey information to your 
disadvantage. Considering, however, the impression 
to be produced on the adversaries, it is possible 
sometimes so to deceive them as to induce them to lead 
trumps. For example, if one of them leads the 
king of a suit, you having queen and a little one, your 
queen must fall the second round, and by throwing 
it away on the first round you may often induce the 
leader to stop his suit and substitute a trump lead, 
particularly if he is a player of the old school. 
Further, you may often advantageously make a 
feigned call (for example, when you have one or 
two little trumps and want to ruff), with the view of 
preventing the adversaries from leading trumps, 
which they, being strong, might otherwise do. 

Second Player, 

With ace, king, you may put on the ace. With 
king, queen, the king. With ace, queen, knave, the 
queen. With queen, knave, ten, the queen or knave. 
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With king, knave, ten, the knave. Wid 
knave, and one other, the quefo. AU the 
the desired objects without betraying your h 
In other cases tlie ordioary conventions 
playing the lowest should not be followed, if 
play HD intermediate card without detriment 
own hand. If you hold only two cards, it m 
be good to play the higher, unless it is an ac 
it is advisable to hold uji over the leader. T 
of play will effectually mystify your adversa 
do neither you nor your partner harm. 

Trumping a Doubtful Tnck, 
The usual rule is to trump if weak in 
but not if strong, which gives useful indict 
your partner. The rule may be generally 
to, as it is also the best play for your owi 
but cases may arise where you may wish t 
a contrary course, and in these you may gi 
the usual fear of deceiving your partner, 
even be desirable sometimes to adopt the 
of the uBual play, for the purpose of expr« 
oeiving the adversaries, and leading thei 
eamething advantageous to you. 
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Third Player, Finessing. 

Being third player you are still bound to do your 
best to win the trick, by generally playing your 
highest ; but you have, with a bad partner, much 
more liberty as xe^rdi^ finessing. 

In the proper combined game you are forbidden 
to finesse to your partner's original lead, except with 
ace, queen. With a partner who does not lead, on 
principle, from his longest suit, this restriction does 
not apply, and you may often finesse with advantage; 
with king, knave, and a small one, for example, the 
knave is a very good card to play third hand. 

Fourth Player, 

The usual rule is, if you cannot win the trick, . 
throw away the smallest card you have. With an 
unobservant partner this is of no use ; consequently, 
to deceive the adversaries, throw away a higher one. 

You may also often puzzle them by winning your 
partner's trick unnecessarily, if the card you win it 
with is not likely to be otherwise useful. 

Sequences y Second^ Third, or Fourth Rand, 

With a good partner it is imperative to play the 
lowest card of a sequence, as one of the most f re- 
ent and most useful modes of giving him infor • 
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mation. When, however, the partner ia u 
the rule should be Byst^matically viola 
of the beat meaos of tnyatifying the . 
Play Rometimea the highest, Bometimei 
card, and the lowest occasionally, so as 
them from forming any idea what m 
likely >^i follow, 

Diacardiiiff. 

la the proper game you discard irom 
short sait, which gives a goud partner 
indication in what direction your xti 
The rule ia conaidered bo essential by gi 
that they will even unguard a king or i 
the sake of adhering to it. 

With a bad partner this is of course i 
you must study your own hand aloD 
cards of the weak suit are worthless, it 
atill be advantageous to preseive your loo 
on no account should you risk losing : 
■which might be of much use in the play 
It may even be advantageous soraetim 
away from youi' long suit, particularly il 
a t«nace, with the object of deceiving the 
and getting it kd up to. 

These remarks, though necessarily 
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• 

and indefinite, will give some idea of the manner 
in which the play of a hand should be modi- 
fied oy the fact of having a bad partner; and 
probably their chief value should be in leading the 
student to avoid a blind and unreasoning adoption 
of fixed rules, but rather to cultivate a constant 
habit of reasoning as he plays, and of considering 
less the rules themselves than the principles they 
are founded on. If the player can always bear in 
mind the reason why, in the ordinary game, he 
ought to do a certain thing, he will have but little 
difliculty in appreciating the cases, as they arise, 
when this reason fails, and when, consequently, 
the established rule no longer applies. 

Such cases must constantly occur in playing 
with an unsystematic partner ; and the ability 
promptly and skilfully to deal with them, is 
one of the gr^at characteristics of a fine player. 
And although it is very customary for those who 
know and appreciate the correct game to dislike 
sitting opposite to incapable, uneducated, or obsti- 
nate partners, and to consider themselves somewhat 
in the light of martyrs when they are obliged to 
do so, yet there can be no doubt that, from the 
opportunities such cases afford for variety of practice, 
they may, by careful observation and earnest study, be 
made conducive, in no mean degree, to improvement 
IE the game. 
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APPENDIX C. 

BEING SHORT MEMORANDA OT IMPORTANT POINTS 
TO BB KEPT IN MIND BY THOSE WHO WOULD PRACTIBS THE MODERK 

SCIENTIFIC GAME 09 WHIST.* 
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If you the modem game of Whist would know, 
From this great principle its precepts flow : 
Treat your own hand as to your partnei's joined. 
And play, not one alone, but both ccmbined. 

Your first lead makes your partner understand 
What is the chief component of your hand; 
And hence there is necessity the strongest 
That your first lead he from your suit thafs longest. 

In this, with aoe and kinfff lead king, then ace ; 
With king and queen, king also has first place ; 
With ace, queen, knave, lead ace and then the queen; 
With ace. Jour small ones, ace should first be seen ; 
With queen, knave, ten, you let the queen precede ; 
In other cases, you the lowest lead. 

* The rules embodied in these versicles were first published 
in prose (printed on a card, entitled * Pocket Precepts ') by the 
Author of this work, in March 1864. The idea of the rhym> 
ing form here adopted is taken from an old French composi- 
tion of the same Und. 



^ 
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Ere you return your friend's, your own suit pluy ; 
But trumps you must return without delay, 

^Vhen you return your partner's lead, take pams I 
To lead him tack the best your hand coutaius, 

If you received not more than three ut first ; ! 

If you had more, you may return the worst. \ 

But if you hold the master card^ you're bound 
In most cases to play it second round. 

Whene'er you want a lead, 'tis seldom wrong 

To lead up to the weak^ or through the strong, ; 

If second hand, your lowest should be played. 
Unless you mean ' trump signal ' to be made ; 
Or if you've king and queen^ or ace and king, 
Then one of these will be the proper thing. 

Mind well the rules for trumps, you'll often need them . • 

When tou hold five, 'tis always bight to lead ! 

THEM ; ' \ 

Or if the lead won't come in* time to you, ,\ 

Then signal to your partner so to do. ' J 

Watch also for yoiir partner's trump request. 
To which, with less than four^ play out your best. 

To lead through honours turned up is bad play, 
Unless you want the trump suit cleared away. 

When, second hand, a doubtful trick you see, 

Dont trump it if you hold more trumps than three ; 

But having three or less, trump fearlessly. ' 

When weak in trumps yourself, don't force your friend , 
But always force the adverse strong trump hand. 

For sequences, stem custom has decreed 
The lowest you must play, if you don't lead. 

When you discard, weak suits you ought to choose, 
For strong ones are too valuable to lose. 
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* Ce Tolmne a^admn toot pwticuU&rement k I'amatenr qui 
ne ae doone poa mtlireiDeiit k I'^tndfl de oetl« aci«Dce, maift qnl 
desire ODiiiuttre les dli on doiiM m^leon ooupg da d^but et 
d« Ift partie.' L'EcnKjuiBB. 

' Stndeuts ot che» vill Sod gi«>t lUnTeideiia In a. hudj 
little book enciUed "Cbca Openloga," by F. W. Lohquui. ot 
Balliol College. A ouefDl and BCieatiflo Bjnoiela at, the begin- 
ning gives tt clear notion of all Cha possible vailtitioiis, which ue 
enplaned briefl; but cleul; in the labsaqneDt pages.' 

' The KtllB Tolnme under the aboro Otio IB an Intereetillg con. 
tribution to the Rtadeob's cbesB literature, and most eBpedall; 
nselnl to the joung pliqer. . . . The Author h» carefull; complied 
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' Tht work of Dr. Pols eipoDnds the (andamental theory on » 
KdMO game is t«Bed. . . . The* books furnish h complele epi 
V! game, preHotlng it both llieoreticKlLj' and practically in C)i< 
:ate It has now arrived at, by contimiedetLdy and pTactl<fi dmiDg 

a piaent name. , , . TliesQ are full; inrestlgated by Dr. Pole, 

licuEsion toTdiH one of the best parts ot his essay Dr. PoLi 

r Infetencea puts thii very forcibly.'— Qua rtbrly BKyiiw, Jan. I 

'The mantle ot Dsschapalles has fallen on no unworthy bu<!<»« 



IL . . . The Author proceeds to consiaer bow the choice betwi 
Tloualy mentioned gyatems of playl Is to be determined. This 

npt to condenw it. It must be read ss it etanda. We endoi 
I ot It, and we epeclally commend it (o " players in domstic 

ruffing, arejndioions and sound. The management of plain s 

ract prinoiplns, are next ably discussed. . . . These portion 
Use are fuU of tntereat.'— Field, Ftb. 1, 1865. 

J>r. FOLR'fl exposition ot the fundamental theory ot irhlst ia ci 
>nlytomake clearer to accomplished players the princEplM 
already act, but alBO to teach the ^tne to bef^nners in 



Bds. It endeavours to make clr^ar the prii 
e yooi^ player may more readllv ac^nlre ki 
I the study ot other writers. The theoredci 
:ke praetioal. The combination system, on w 



-moipl^ of whist we cordially reoommeod tl 
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player reoogniites and seeks to follow, though its law is bat imperfectly 
understood. Most valuable help will be giren by Dr. Pole's little book to 
those who wish in reality *' to play their partner's hand as well as their 
own."'— Daily Telbsoraph, June 6, 1870. 

* A very interesting and useful essay on the theory of the game. The 
lAuthor prides himself, and we think with justice, on being the first to draw 
from a single principle the whole theory of the game. There is nothing 
throughout his argument in which we do not CDucur, and we strongly 
advise all whist players to read it with attention. We cannot do better 
than recommend this little treatise.' — Daily News. 

* Never since Mrs. Battle's famous " Opinions " have we seen a more 
attractive little book on th3 great subject of w^hist than the volume now 
before us. . . . With only a very moderate liking for what is really the 
best game of cards still in vogue, the reader easily gains an amount of very 
interesting information, conveyed in a pleasantly colloquial manner, that \ 
is like the remarks of a skilful friend at your elbow during the progress of a 
trial game. It wiU open up the science of the game to those who have 
previously played hap-hazard, or have failed to appreciate the science that j 
may be included even in a domsstic amuseoient.' — ^Illustrated Times, 
Sept. 17, 1870. 

* This little work is a praiseworthy attempt to make whist simpler and" 
easier by shewing that the rules of the best modem play are not mere arbi- 
teary conventions, but depend on certain definite logi(»l principles, easily ' 
understood and as easily remembered. The Author states that the system 
here laid down, although it corresponds accurately with the best club play« 
is yet specially adapted for domestic circles, and in particular for tea^ng 
the game to the young, who, when they learn in this way, find it easy and_ 
attractive. We can vouch for the truth of this statement, and cordially' 
recommend Dr. Pole's little work to all families who encourage and prac- j 
tise this noble game.'— Graphic, July 16, 1870. i 

* A capital little treatise.'— John Bull, May 21, 1870. j 

* The writers on whist have been legion ; most of them contain valuable j 
hints, yet hardly one is sufficiently exhaustive to be regarded as of standards 
authority. Dr. Pole's Theory of Whist, however, meets more of the re-' 
quirements for a complete treatise than any other writer we are aoiuainted; 
with. It contains all that was accepted by the scientific players of the olden] 
time, and all that modem skill has more recently imported into the game. ' 
Dr. Pole has done well in bringing into proper promiuence what he tenns^ 
the " fundamental theory of the game : " this he has done in langm^^J 
shnple, clear, and concise. The Theory of Whist in its compendious formii 
will become a favourite with learners and proficients, both claflses of whom 
may assuredly gain instruction and benefit.'— Bell's Weekly Messengbb, 

July 9, 1870. i 

'I 
' The appearance of this work in a separate form is fully justified by thil 
favour it has met with from lovers of the game. We have but little reason 
for dilating at any length on the nature or excellences of the work ; but we 
can truly say that ^ye have re-read it, not only with pleasure, but we hope 
with profit. We gladly recommend this new edition of Dr. Pole's work t6 
our readers, but few of whom, no matter how well they play the game, vwi 
feel convinced, will regret having studied it, whilst the majority will return 
to it again and again for counsel and advice.'— Bra, May 29, 1870. , 
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